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changed a lot since you left. The city is broken up into 
territories (otherwise known as zones) and racing crews 
or teams race to control them. You must reclaim each 
territory as your own before you can take the entire city 
as its No. 1 racer and unravel the mystery of why you left 
Palmont City under such mysterious circumstances. 


Need for Speed™ Carbon ups the ante yet again, 
bringing you both a fresh feel and hot new looks, and it’s 
all covered in the pages of this guide. 

You’ll find all you need to know to make it through 
Career mode while winning races in territory after terri- 
tory and challenging each area’s boss. Beating the bosses 
isn’t easy, either: Several milestone races take place in Carbon Canyon, a 
treacherous stretch of steep asphalt in the canyons outside Palmont City. But 
we supply you everything you need, from car details to strategies for avoiding 
the local authorities. 


That’s not all: We cover online gaming and customizing cars with visual and 
performance upgrades, and tell you everything you need to know about the 
bosses and your crew members. You’ll find full outlines of Career mode, a 
master unlocks list, and detailed maps of all the tracks, including shortcuts and 
pursuit breakers. In never-before-seen material, we also take you behind the 
scenes of Need for Speed Carbon with Emmanuelle Vaugier and several senior 
members of the production team. See you inside! 





- - Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 




In^roducNon • Basics • Rides • Uporades • Career Node • Tracks • Online Hiau ^ lllllilvieiij • flDpendices 



EarBBr 


Career mode is where you fight it out for control of 
the many territories in the game and challenge the 
area bosses in high-speed Canyon Duels. 

Career mode is also where you get to know the city. 
By the time you’ve worked your way through the entire 
story, your knowledge of the tracks and Palmont City 
will be substantial, and taking on online opponents 
should be much easier. 


The Challenge Series events take on a new face in 
Carbon, with 36 events ranked in Bronze, Silver, and 
Gold difficulties (there are 45 events in the Collector’s 
Edition). Winning a Bronze event unlocks the Silver; 
winning a Silver event unlocks Gold. Winning a Gold 
event unlocks a rare and stylin’ visual upgrade that 
sets your cars apart from all the others on the street. 
In this game, you have to represent with your crew, so 
fly the banner high and show off your clan colors! 

Challenge Series events are either solo or co-op 
races in specific cars on specific tracks. The rewards 
of solo races are yours alone, but in co-op challenges 
(which can involve up to four players) if just one of 
the players achieves victory, everyone wins the unlock 
reward. 


WAwmsmmmAm®M 


All cars and parts appear in the My Cars menu 
as soon as you unlock them by achieving each of the 
many milestones. 

EhallEngB SsriBS 


This section 
summarizes 
the main menu 
options to help 
you get the most 
out of the game. 


IMO’TE In [he Collecfor's Edition, i|ou hove to unloch the 
Ml ond Joguor Kit through the Chollenge Series. 


nig Cars 



The My Cars area 
remains much the 
same as before. 

This is the area in 
the Front End of the 
game. As the store- 
house of your car 
collection. My Cars 
is also where you 
customize a vehicle 
for online races. 









ChaliGngG SgrIgs RacGs/GvGnts 

RacG/GvGnt 

NamG 

Difficulty 

Type 

Track 

Length (m) 

Car 

Reward 

Objective 

Canyon Duel 

Bronze 

Solo 

Journeyman’s Bane 

4.5 

Lexus IS300 

Unlocks Canyon 
Duel Silver 

Defeat an easy opponent in a Canyon Duel on 
Journeyman’s Bane. 

Canyon Duel 

Silver 

Solo 

Gold Valley 

2.5 

Plymouth® 
Road Runner 

Unlocks Canyon 
Duel Gold 

Defeat an intermediate opponent in a Canyon 
Duel on Gold Valley. 

Canyon Duel 

Gold 

Solo 

Eternity Pass 

3.1 

Chevrolet 
Corvette Z06 

Switchblade 
Spoiler Bundle 

Defeat a hard opponent in a Canyon Duel on 
Eternity Pass. 

Canyon Race 

Bronze 

Co-op 

Gold Valley 

3.4 

Mazda RX-8 

Unlock Canyon Duel 
Silver 

Win a Canyon Race on Gold Valley against 
easy opposition. 

Canyon Race 

Silver 

Co-op 

Copper Ridge 

2.6 

Mitsubishi Eclipse GT 

Unlocks Canyon 
Duel Gold 

Win a Canyon Race on Copper Ridge against 
intermediate opposition. 

Canyon Race 

Gold 

Co-op 

Deadfall Junction 

3.4 

Nissan 350Z 

NFS Carbon Logo 
Bonus Vinyls 

Win a Canyon Race on Deadfall Junction 
against hard opposition. 

Checkpoint 

Bronze 

Solo 

Eskuri Plaza 

5.6 

Renault Clio V6 

Unlocks Checkpoint 
Silver 

Complete the Eskuri Plaza Checkpoint 
Challenge in under 3:44 to win. 

Checkpoint 

Silver 

Solo 

Rabinowitz Drive 

5.3 

Plymouth® 
Hemi® Cuda 

Unlocks Checkpoint 
Gold 

Complete the Rabinowitz Drive Checkpoint 
Challenge in under 3:02 to win. 

Checkpoint 

Gold 

Solo 

Blackwell Road 

5.8 

Porsche 91 1 GT3 RS 

Venom Spoiler 
Bundle 

Complete the Blackwell Road Checkpoint 
Challenge in under 3:21 to win. 

Canyon 

Checkpoint 

Bronze 

Solo 

Lofty Heights 

3.3 

Chevrolet Camero SS 

Unlock Canyon 
Checkpoint Silver 

Complete the Lofty Heights Canyon 
Checkpoint Challenge in under 2:39 to win. 

Canyon 

Checkpoint 

Silver 

Solo 

Knife’s Edge 

2.4 

Mazda RX-7 

Unlock Canyon 
Checkpoint Gold 

Complete the Knife’s Edge Canyon Checkpoint 
Challenge in under 1 :25 to win. 

Canyon 

Checkpoint 

Gold 

Solo 

Desperation Ridge 

3.4 

BMW M3 GTR 

Pearlescent Paint 

Complete the Desperation Ridge Canyon 
Checkpoint Challenge in under 1 :55 to win. 

Canyon Drift 

Bronze 

Solo 

Gold Valley Drift 

3.1 

Aston Martin DB9 

Unlocks Canyon 
Drift Silver 

Score over 25,000 points on this Canyon 
Drift to win. 

Canyon Drift 

Silver 

Solo 

Knife’s Edge Drift 

2.4 

Toyota MR2 

Unlocks Canyon 
Drift Gold 

Score over 100,000 points on this Canyon 
Drift to win. 

Canyon Drift 

Gold 

Solo 

Lookout Point Drift 

2.3 

Lamborghini 
Murcielago LP640 

Sidewinder Spoiler 
Bundle 

Score over 150,000 points on this Canyon 
Drift to win. 

Pursuit Evasion 

Bronze 

Solo 

Starlight Strip 
Escape 

N/A 

Mazda Mazdaspeed 3 

Unlocks Pursuit 
Evasion Silver 

Evade the police pursuit after at least two 
minutes to win. 

Pursuit Evasion 

Silver 

Solo 

Beachfront Dodge 

N/A 

Dump Truck 

Unlocks Pursuit 
Evasion Gold 

Evade the police pursuit after at least five 
minutes to win. 

Pursuit Evasion 

Gold 

Solo 

Route 55 Getaway 

N/A 

Nissan Skyline 
GT-R R34 

Overdial & Shaker 
Hood Bundle 

Evade the police pursuit after at least 12 
minutes to win. 

Trade Paint 

Bronze 

Solo 

Hills Borough 
Hijinks 

N/A 

Dodge Charger SRT8 

Unlocks Trade 
Paint Silver 

Disable at least five police vehicles and evade 
the pursuit to win. 

Trade Paint 

Silver 

Solo 

Wyle Center 
Crackdown 

N/A 

Subaru Impreza 
WRX Sti 

Unlock Trade 
Paint Gold 

Disable at least 10 police vehicles and evade 
the pursuit to win. 

Trade Paint 

Gold 

Solo 

Brimstone A.PB. 

N/A 

Chevrolet Chevelle SS 

Pearl Window lint 

Disable at least 30 police vehicles and evade 
the pursuit to win. 

Circuit 

Bronze 

Co-op 

Dover Street 

7 

Alfa Romeo Brera 

Unlocks Circuit 
Silver 

Win a Circuit Race on Dover Street against 
easy opposition. 

Circuit 

Silver 

Co-op 

Ocean View 

7 

Lamborghini Gallardo 

Unlocks Circuit 
Gold 

Win a Circuit Race on Ocean View against 
intermediate opposition. 

Circuit 

Gold 

Co-op 

Starlight Street 

6.5 

Shelby GT500 

Impact Spoiler 
Bundle 

Win a Circuit Race on Starlight Street 
against hard opposition. 

Sprint 

Bronze 

Co-op 

Condo Row 

3.8 

Lotus Europa S 

Unlocks Sprint 
Silver 

Win a Sprint Race on Condo Row against 
easy opposition. 

Sprint 

Silver 

Co-op 

Kings Park 

5 

Porsche Cayman S 

Unlocks Sprint Gold 

Win a Sprint Race on Kings Park against 
intermediate opposition. 

Sprint 

Gold 

Co-op 

Canmor Road 

3.3 

Mitsubishi Lancer 

Honey Bonus Vinyl 

Win a Sprint Race on Canmor Road against 
hard opposition. 

Drift 

Bronze 

Solo 

Chinatown Drift 

2.7 

BMW M3 GTR 

Unlocks Drift Silver 

Score over 50,000 points on this Drift 
to win. 

Drift 

Silver 

Solo 

Park Drive Drift 

2.8 

Toyota Supra 

Unlocks Drift Gold 

Score over 140,000 points on this Drift 
to win. 
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Challeng 

€ Series F 

(aces/Gvents < 

Continued) 

RacG/GvGnt 

NamG 

Difficulty 

Type 

Track 

Length (m) 

Car 

RGward 

ObjGctivG 

Drift 

Gold 

Solo 

Main Street Drift 

3 

Chevrolet Corvette 
Z06 

Tornado Spoiler 
Bundle 

Score over 250,000 points on this Drift 
to win. 

Speedtrap 

Bronze 

Co-op 

Million Dollar Run 

4.6 

Chrysler® Flemi® 
300C® SRT8 

Unlocks Speedtrap 
Silver 

Win the Million Dollar Run Speedtrap race 
against easy opposition. 

Speedtrap 

Silver 

Co-op 

Infinity Park 

3.5 

Ford Mustang GT 

Unlocks Speedtrap 
Gold 

Win the Infinity Park Speedtrap race against 
intermediate opposition. 

Speedtrap 

Gold 

Co-op 

Eskuri Way 

3.7 

Mercedes-Benz SLR 
McLaren 

Groundmaster 
Spoiler Bundle 

Win the Eskuri Way Speedtrap race against 
hard opposition. 

Race Wars 

Bronze 

Solo 

Downtown 

7.7 

Mitsubishi Eclipse 

Unlocks Race 
Wars Silver 

Win the Downtown Race Wars against easy 
opposition. 

Race Wars 

Silver 

Solo 

Fortuna 

14.7 

Mercedes-Benz SL65 
AMG 

Unlocks Race 
Wars Gold 

Win the Fortuna Race Wars against 
intermediate opposition. 

Race Wars 

Gold 

Solo 

Silverton 

9.5 

Dodge Challenger 
Concept 

Race Flag Vinyl 
Package 

Win the Silverton Race Wars against hard 
opposition. 

Checkpoint 
(Collector’s 
Edition only] 

Bronze 

Solo 

Flighway 142 

4.6 

Dodge Challenger 
Concept 

Unlocks 

Checkpoint Silver 

Make it around the city before the time 
runs out. 

Checkpoint 
(Collector’s 
Edition only] 

Silver 

Solo 

Downtown Tunnel 

6.4 

Lamborghini 

Murcielago 

Unlocks 

Checkpoint Gold 

Complete the East meets West Checkpoint 
Challenge in under 3:10 to win. 

Checkpoint 
(Collector’s 
Edition only] 

Gold 

Solo 

Around the World 

21 

Mitsubishi Lancer 
EVOLUTION IX MR 

1992 Nissan 24BSM 

Drive the entire highway before the time 
runs out. 

Challenge 
(Collector’s 
Edition only] 

Bronze 

Solo 

Pursuit Pinball 

N/A 

Shelby GT500 

Unlocks 

Challenge Silver 

Disable at least 25 police vehicles and evade 
the pursuit to win. 

Challenge 
(Collector’s 
Edition only] 

Silver 

Solo 

Massive Escape 

N/A 

Jaguar XK 

Unlocks 
Challenge Gold 

Evade the police pursuit after at least five 
minutes at Fleat Level 7 to win. 

Challenge 
(Collector’s 
Edition only] 

Gold 

Solo 

Big Game Flunt 

N/A 

Dodge Viper SRT-10 

Camo & 

Pinstripe Vinyls 

Disable at least one police Rhino SUV and 
evade the pursuit to win. 

Race Wars 
(Collector’s 
Edition only] 

Bronze 

Solo 

Flighway 142 

20.8 

Nissan 240SX 

Unlocks Race 
Wars Silver 

Win a Race Wars on Flighway 142 circuit 
against easy opposition. 

Race Wars 
(Collector’s 
Edition only] 

Silver 

Solo 

Garcia Street 

5.6 

Chevrolet Camaro 
Concept 

Unlocks Race 
Wars Gold 

Win a Race Wars on Garcia Street circuit 
against intermediate opposition. 

Race Wars 
(Collector’s 
Edition only] 

Gold 

Solo 

Route 21 

14.2 

Koenigsegg CCX 

2097 Jaguar MK 

Win a Race Wars on Route 21 circuit 
against hard opposition. 


OuickRace 



Quick Race is 
the area where 
most players get 
their experience 
outside of Career 
mode. Once you’ve 
completed the 
story, and unlocked 
everything you can, 
put your prizes to 
full use here. All 
races and events 
in the game are eventually accessed via Quick Race. 


In Quick Race, you can select from any currently 
unlocked race events and filter them by race type 
to narrow down your options. You can also filter the 
available races by geographic area — Canyon, Silverton, 
Downtown, Kempton, San Juan, or Fortuna, for 
example — if you’d like to limit races to one particular 
side of Palmont City. 


T"l ^ Use [he Random Race option to select on event at random 
from those currently ovailohle. This is a fair may to choose events mhen 
deciding for a group of players to avoid piching one player's favorite 
event t pe. 







You chose the track, the event, your car, and number 
of laps (if applicable). 




Your gate to the online world. Quick Match sets you 
up for immediate play against other Carbon players 
around the world. 


Simply go to Quick Match to enter an online lobby 
to find or create races, and then invite your friends to 
play with you. If your friends aren’t online, do a manual 
search for ready players and you will soon be on the 
streets, ripping it up. 


^ j aTE Refer fo ftie "Online Plan" secfion for full defails. 


Custom ntatch 



Rumard Cards 



An entirely new feature is a system of game mile- 
stones collectively known as Reward Cards. The 
cards are arranged in general categories, but each is 
known by the name of the item it unlocks when finally 
completed. The task of completing these cards ranges 
from extremely easy to extremely difficult and guaran- 
tees you’ll be playing Carbon for a long, long time. 


Each Reward Card has a list of four objectives. 

You can track your progress toward any card by 
checking its reward icon; it is split into four quad- 
rants, which shade in as objectives are met. Use the 
following tables to track your progress unlocking items 
throughout the game. Carbon highlights those you’ve 
completed; these tables are for easy reference. 


INIU I E Reuioril Cords con be complefed in most gome 
modes including Coreer mode. Chollenge Series, Quich Roces, ond QuicR 
Notches online. 


Custom Matches are for online play, and are used to 
modify the conditions of existing races and events around 
Palmont City. 










RGward Cards 

Reward 

Card Name 

Difficulty 

Objective I 

Objective E 

Objective 3 

Objective 4 

American Racing Torq-Thrust ST 

First Blood 

Easy 

Win a single career 
race. 

— 

— 

— 

Makin’ Money 

Easy 

— 

Earn 30,000 Cash in 
Career mode. 

— 

— 

Getaway 

Easy 

— 

— 

Escape a police 
pursuit. 

— 

A New Challenger 

Easy 

— 

— 

— 

Beat any Challenge 
Series event. 

TSW Laguna 

Street Racer 

Easy 

Win 15 races in 
Career mode. 

— 

— 

— 

Time Shift 

Easy 

— 

Use Speedbreaker 
once. 

— 

— 

100 K 

Easy 

— 

— 

Earn 100,000 Cash in 
Career mode. 

— 

Quick Exit 

Easy 

— 

— 

— 

Escape a police pursuit 
in less than two 
minutes. 

Work Euroline FE 

Defender 

Easy 

Win a defensive race 
in Career mode. 

— 

— 

— 

Stash 

Easy 

— 

Earn 50,000 Cash in 
Career mode. 

— 

— 

Making Your 
Name 

Easy 

— 

— 

Win five races in 
Career mode. 

— 

Fender Bender 

Easy 

— 

— 

— 

Disable a police vehicle. 

HRE 549R 

Downhill Dynamo 

Easy 

Win 5 Canyon Duels. 

— 

— 

— 

Consolation 

Award 

Easy 

— 

Lose a race in Career 
mode. 

— 

— 

Reckless 

Easy 

— 

— 

Disable five police 
vehicles. 

— 

Brake for No One 

Easy 

— 

— 

— 

Disable 20 police 
vehicles. 

Chevrolet Chevelle SS 

Canyon Conquerer 

Flard 

Win 10 Canyon Duels. 

— 

— 

— 

Street King 

Flard 

— 

Win 65 races in 
Career mode. 

— 

— 

Public Enemy 
No. 1 

Flard 

— 

— 

Disable 50 police 
vehicles. 

— 

Career Mogul 

Hard 

— 

— 

— 

Earn 1 ,000,000 Cash in 
Career mode. 

Giovanna Ararat 

Speed Freak 

Easy 

Hit 130 mph in a 
speedtrap. 

— 

— 

— 

Urban Combat 

Easy 

— 

Win five Free Roam 
Challenges in Career 
mode. 

— 

— 

Vandal 

Easy 

— 

— 

Use one Pursuit 
Breaker. 

— 

Road to Victory 

Easy 

— 

— 

— 

Win 25 races in 
Career mode. 

Slingshot Autosculpt 

Cuttin’ Deals 

Medium 

Sell three cars in 
Career mode. 

— 

— 

— 

Cannonball 

Medium 

— 

Hit 150 mph in a 
speedtrap 

— 

— 

Flard Time 

Easy 

— 

— 

Get busted in a police 
pursuit. 

— 

Escape Artist 

Easy 

— 

— 

— 

Escape five police 
pursuits. 

Murcielago LP4G0 

50 Tracks 

Easy 

Unlock 50 Quick 
Race tracks. 

— 

— 

— 

8 Rides 

Medium 

— 

Acquire eight cars in 
Career mode. 

— 

— 
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Reward Cards (Continued) 

Reward 

Card Name 

Difficulty 

Objective I 

Objective E 

Objective 3 

Objective 4 

Murcielago LP4G0 

Challenge Cham- 
pions 

Easy 

— 

— 

Beat 15 Challenge 
Series events. 

— 

Houdini 

Easy 

— 

— 

— 

Escape 25 police 
pursuits. 

Slingshot Autosculpt CF 

Big Bucks 

Medium 

Earn 500,000 Cash in 
Career mode. 

— 

— 

— 

Crime Spree 

Medium 

— 

Commit six infractions 
in a single pursuit. 

— 

— 

Block Breaker 

Medium 

— 

— 

Avoid 10 police 
roadblocks. 

— 

Iron Tires 

Medium 

— 

— 

— 

Avoid 10 police 
spike strips. 

Specter Autosculpt 

Street Legend 

Medium 

Win 50 races in 
Career mode. 

— 

— 

— 

Urban Warfare 

Easy 

— 

Win 10 Free Roam 
Challenges in 
Career mode. 

— 

— 

Battering Ram 

Easy 

— 

— 

Ram 25 police 
vehicles. 

— 

All Your Bases 

Medium 

— 

— 

— 

Unlock all the Safe 
Houses in the game. 

Specter Autosculpt CF 

Burnt Rubber 

Easy 

Win five Drift events. 

— 

— 

— 

Canyon Run 

Easy 

— 

Win a Canyon Duel. 

— 

— 

5 Rides 

Easy 

— 

— 

Acquire five cars in 
Career mode. 

— 

Challenge Novice 

Easy 

— 

— 

— 

Win three Challenge 
Series events. 

Mystic Autosculpt 

8 Minute Exit 

Medium 

Escape after an eight- 
minute police pursuit. 

— 

— 

— 

Troublemaker 

Medium 

— 

Raise the Heat on 
your car to Level 4. 

— 

— 

Challenge 

Journeyman 

Easy 

— 

— 

Win five Challenge 
Series events. 

— 

Leader of the 
Pack 

Medium 

— 

— 

— 

Hire six different crew 
members in Career 
mode. 

Dragon Vinyl 

Drifter 

Easy 

Score 100,000 points 
in a Drift event. 

— 

— 

— 

3 Rides 

Easy 

— 

Acquire three cars in 
Career mode. 

— 

— 

Bronze Medal 

Easy 

— 

— 

Complete all Bronze 
Challenge Series 
events. 

— 

Arcade Level 1 

Easy 

— 

— 

— 

Play three Quick Races. 

Skeleton Vinyl 

20 K Bounty 

Easy 

Get a bounty of 
20,000 Cash in a 
single police pursuit. 

— 

— 

— 

Rivals 

Easy 

— 

Play a multiplayer 
split-screen race. 

— 

— 

Baiter 

Easy 

— 

— 

Raise the Heat on 
your car to Level 2. 

— 

Free Ride 

Easy 

— 

— 

— 

Win a Free Roam Chal- 
lenge in Career mode. 

Jaguar Vinyl 

Big Game Flunter 

Hard 

Immobilize a 
police Rhino. 

— 

— 

— 

Crusher 

Hard 

— 

Ram 100 police 
vehicles in a single 
pursuit. 

— 

— 

Diamond Tires 

Hard 

— 

— 

Avoid 12 spike strips 
in a single pursuit. 

— 
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Reward Cards (Coni 

tinu€d) 1 

Reward 

Card Name 

Difficulty 

Objective 1 

Objective E 

Objective 3 

Objective 4 

Jaguar Vinyl 

Untouchable 

Hard 

— 

— 

— 

Escape 15 police 
pursuits. 

Police Civic Cruiser 

1/4 Mile 

Easy 

Play five Sprint Races. 

— 

— 

— 

80 Tracks 

Hard 

— 

Unlock 85 
Quick Races. 

— 

— 

50 K Bounty 

Easy 

— 

— 

Get a bounty of 
50,000 Cash in a 
single police pursuit. 

— 

Arcade Level 2 

Easy 

— 

— 

— 

Play 10 Quick Races. 

Police Interceptor 

Wheels of Steel 

Medium 

Avoid five spike strips 
in a police pursuit. 

— 

— 

— 

Snnall Car Lot 

Easy 

— 

Unlock eight cars. 

— 

— 

Arcade Level 3 

Easy 

— 

— 

Play 25 Quick Races. 

— 

Silver Medal 

Medium 

— 

— 

— 

Complete all Silver Chal- 
lenge Series events. 

Police Rhino 

Gold Medal 

Hard 

Complete all Gold 
Challenge Series 
events. 

— 

— 

— 

12 Minute Exit 

Hard 

— 

Escape after a 12- 
minute police pursuit. 

— 

— 

Head to Head 

Hard 

— 

— 

Win 25 Free Roam 
Challenges in Career 
mode. 

— 

Big Biz 

Hard 

— 

— 

— 

Sell six cars in 
Career mode. 

Cross Corvette 

Full House 

Medium 

Fill your garage in 
Career mode. 

— 

— 

— 

Arcade Level 4 

Medium 

— 

Play 50 Quick Races. 

— 

— 

Iron Wall 

Medium 

— 

— 

Win 20 Defensive 
Races in Career 
mode. 

— 

Drift Pro 

Medium 

— 

— 

— 

Score 250,000 points 
in a Drift event. 

Dumptruck 

Tuner Addict 

Hard 

Fill your Career garage 
with only tuner cars. 

— 

— 

— 

Exotic Aficionado 

Hard 

— 

Fill your Career 
garage with only 
exotic cars. 

— 

— 

Drift King 

Hard 

— 

— 

Score 500,000 points 
in a Drift event. 

— 

Wolfshead 

Hard 

— 

— 

— 

Accumulate a 50,000 
fine. 

Mystic Autosculpt CF 

Unstoppable 

Medium 

Ram 50 police 
vehicles in a single 
pursuit. 

— 

— 

— 

Large Car Lot 

Medium 

— 

Unlock 12 cars in 
Career mode. 

— 

— 

Speed Demon 

Hard 

— 

— 

Hit 190 mph in a 
speedtrap. 

— 

20 K Bill 

Medium 

— 

— 

— 

Accumulate a 20,000 
fine in Career mode. 

Carbon ST-5 Autosculpt Rims 

Fabricator 

Easy 

Modify your car with 
Autosculpt. 

— 

— 

— 

Stone Wheels 

Easy 

— 

Avoid a spike strip in 
a police pursuit. 

— 

— 

Drift Novice 

Easy 

— 

— 

Win a Drift event. 

— 

Wrecking Ball 

Easy 

— 

— 

— 

Cause 50,000 cash 
cost to state in a single 
pursuit. 



giF[lTrE=igBin^ygs^ 


copyright: Unauthorized or unlawful copying or downloading expressly prohibited. 


Reward Cards (Continued) 

Reward 

Card Name 

Difficulty 

Objective I 

Objective E 

Objective 3 

Objective 4 

Mitsubishi Eclipse 1999 

Need for Speed 

Hard 

Hit 200 mph in a 
speedtrap. 

— 

— 

— 

Muscle Head 

Hard 

— 

Fill your Career 
garage with only 
muscle cars. 

— 

— 

Urban Battle 

Hard 

— 

— 

Win 50 Free Roam 
Challenges in 
Career mode. 

— 

Unblockable 

Hard 

— 

— 

— 

Avoid 20 police 
roadblocks. 

Firetruck 

Challenge Master 

Medium 

Complete 25 Chal- 
lenge Series events. 

— 

— 

— 

Moving Disaster 

Medium 

— 

Cause 100,000 cash 
cost to state in a 
single pursuit. 

— 

— 

Downtown Turf 

Medium 

— 

— 

Conquer all Downtown 
Palmont tracks in 
Career mode. 

— 

Number 1 

Medium 

— 

— 

— 

Finish Career mode. 

BMW M3 GTR 

Most Wanted 

Hard 

Raise the Heat on your 
car to Level 5. 

— 

— 

— 

Fast Wheels 

Hard 

— 

Cause 200,000 cash 
cost to state in a 
single pursuit. 

— 

— 

Conqueror 

Hard 

— 

— 

Conquer all the tracks 
in Career mode. 

— 

Collector 

Hard 

— 

— 

— 

Unlock 33 cars. 


Exclusive Online Reward Cards 

Reward 

Card Name 

Difficulty 

Objective I 

Objective E 

Objective 3 

Objective 4 

Pontiac GTO 

XP Level 1 

Easy 

Reach online XP 
Level 1 . 

— 

— 

— 

Shadow Challenge 

Easy 

— 

Download a Shadow 
Car in Quick Race. 

— 

— 

Showtime 

Easy 

— 

— 

Play an eight-player 
online game 

— 

First Step 

Easy 

— 

— 

— 

Finish an online 
ranked race. 

Inferno Vinyl 

XP Level 6 

Easy 

Reach online XP 
Level 6. 

— 

— 

— 

Tag Master 

Hard 

— 

Win 10 ranked online 
Pursuit Tag games. 

— 

— 

Big Game Champ 

Medium 

— 

— 

Win an eight-player 
ranked online game. 

— 

Super Canyon 
King 

Hard 

— 

— 

— 

Win 25 ranked online 
Canyon Duel races. 

Rotor 4 Vinyl 

XP Level 18 

Easy 

Reach online XP 
Level 18. 

— 

— 

— 

Rock Solid 

Easy 

— 

Get a five-game win- 
ning streak in ranked 
online games. 

— 

— 

Circuit Star 

Medium 

— 

— 

Win 10 ranked online 
Circuit Races. 

— 

Super Circuit Star 

Hard 

— 

— 

— 

Win 25 ranked online 
Circuit Races. 

BBS RM Wheels 

Online General 

Hard 

Play 100 games 
online. 

— 

— 

— 

XP Level 29 

Medium 

— 

Reach online XP 
Level 29. 

— 

— 
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Reward 

Card Name 

Difficulty 

Objective I 

Objective E 

Objective 3 

Objective 4 

BBS RM Wheels 

Hot Streak 

Medium 

— 

— 

Get a four-game win- 
ning streak in ranked 
online games. 

— 

Super Speedtrap 
Specialist 

Hard 

— 

— 

— 

Win 25 ranked online 
Speedtrap races. 

Porsche 911 GTS RS 

Super Lord of KO 

Hard 

Win 25 ranked online 
Pursuit Knockout races. 

— 

— 

— 

XP Level 50 

Hard 

— 

Reach online XP 
Level 50. 

— 

— 

Moderator Chal- 
lenge 

Hard 

— 

— 

Beat an EA moderator 
in a ranked online game. 

— 

Iron Man 

Hard 

— 

— 

— 

Get a six-game winning 
streak in ranked online 
games. 

BBS CH Wheels 

XP Level 2 

Easy 

Reach online XP 
Level 2. 

— 

— 

— 

Online Challenge 
Contender 

Medium 

— 

Win five ranked online 
Challenge Series events. 

— 

— 

XP Level 4 

Hard 

— 

— 

Reach online XP 
Level 4. 

— 

Sultan of Sprint 

Medium 

— 

— 

— 

Win 10 ranked online 
Sprint races. 

BBS LM Wheels 

XP Level 9 

Easy 

Reach online XP 
Level 9. 

— 

— 

— 

Lucky Break 

Hard 

— 

Get a three-game win- 
ning streak in ranked 
online games. 

— 

— 

Online Challenge 
Champ 

Hard 

— 

— 

Win 1 5 ranked online 
Challenge Series events. 

— 

Photographer 

Hard 

— 

— 

— 

Use Photo mode. 

Toyota MR2 

Online Lieutenant 

Medium 

Play 50 games online. 

— 

— 

— 

Speedtrap 

Specialist 

Medium 

— 

Win 10 ranked online 
Speedtrap races. 

— 

— 

Super Sultan 
of Sprint 

Hard 

— 

— 

Win 25 ranked online 
Sprint races. 

— 

XP Level 13 

Easy 

— 

— 

— 

Reach online XP 
Level 13. 

Mooo Vinyl 

Canyon King 

Medium 

Win 10 ranked online 
Canyon Duels. 

— 

— 

— 

Showboat 

Medium 

— 

Cross the finish line 
in reverse to win a 
ranked Sprint race. 

— 

— 

Super Tag Master 

Hard 

— 

— 

Win 25 ranked online 
Pursuit Tag games. 

— 

XP Level 23 

Medium 

— 

— 

— 

Reach online XP 
Level 23. 

Los Colihris Vinyl 

Lord of KO 

Medium 

Win 10 ranked online 
Pursuit Knockout races. 

— 

— 

— 

XP Level 35 

Medium 

— 

Reach online XP 
Level 35. 

— 

— 

XP Level 42 

Hard 

— 

— 

Reach online XP 
Level 42. 

— 

Online Colonel 

Hard 

— 

— 

— 

Play 75 games online. 



^ndvancBd REtuard Card Tipi 


Getting a million bucks: Play Tuner career since the 
cars are cheaper, get the pink slips from the bosses 
and sell them, keep only one car at any given time, do 
all the races since they give the most cash, and race 
random encounters to raise the remaining cash. 


Speedtrap 190 and 200 mph: Fully upgrade and 1 
tune Tier 3 Muscle/Exotic car for max top speed. 

Select track “Eskuri Way,” and first drive backwards 
to get extra room to accelerate. Use IMOS liberally, and ' 
you should hit 200 mph on the first Speedtrap easy. 

Unlock 33 cars: make sure you unlock every car 
available in the Career. Conquer all territories and . 
complete all races that have a car as a reward. J 
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Statistics serve an 
important func- 
tion in Carbon. A 
variety of stats 
help you keep 
track of your 
progress in nearly 
every aspect of 
the game. Iden- 
tifying gameplay 
areas that need 
strengthening can 
help you achieve objectives and meet Reward Card 
milestones. Refer often to the Statistics page. 


•Mai Cash Earned •#QuichRaceUins 

• Best Jump flirhme • # Safe Houses Found 

• # Cars Unloched • # Creui Nembers Hired 

• # Tracks UnlocHed 

Pursuit 

Anything related to Heat level, police pursuits, or 
bounty is found in the pursuit section. Among the 
stats here are: 


• #Pursuifs Evaded 

• # Cops Rammed 


• #lnfracfions 

• Total Bounfij 


Luadurbuards 



• CosffoSfafe 


• Sinyle Pursuit Bounhj 


Check international leaderboards for times and scores 
from online. Quick Races, and Challenge Series. 


Xbax LivE Playsr Stats 



Track your successes (and hopefully not too many 
failures) throughout all of your Xbox Live races. 


RacE 

All pertinent race statistics are found here and are 
listed by track. Data includes: 


•Top Speed 

•rimes Played 

• Best Race Time 

• Longest Drift 

• Best Lap Time 

• Cumulative Speed 

• Best Lap Score 

• HOUIns 


5NJQTE Some stats are associated initti only one type of 
race event, and do not appear on some tracli stats lists. For example, 
statistics on the lonyest drift appear only in lists for tracks that host 
Drift events. 


EamEplay 


Use this section to track all general gameplay stats, 
including: 


• GomeCoiiiplerion*/. •CoreerRocesUon 


^ au I E Use the Statistics page to trach your progress 
touiard completing Reuiard Card milestones. 


Options 



Use the Options menu to tweak the game variables or 
just browse the additional content. Here’s what you’ll 
find there: 


• Hudio: Hdiusts all game and music volumes, alluuis you to turn on/off the EH 
Trax music. 


• Video: Hdiusts the game brightness to best suit your TV or monitor. 


• Career Completion if. •Races Lost 

• Challenge Series Completion/ •HIn/ 

• Races Hon •Random Encounters Hon 


• Gameplay: Has toggles for auto-save, transmission type, units, car camera, game 
moments camera, and car damage. 

• Interface: Turns off/on gouges, split time, score, leaderboard. creui Information, 
map modes, rearvleui mirror, and picture In picture. 
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• Controls: Disploijs o Qrophic of control schemotics for pour vieuiino pleasure. 

• Kbox Live: Contains options for slyn In. silent slyn In. anti Challenye Series 
assist. Challenye Series Rsslst allouis tjou to choose uihether or not the Online 
Notchmahlny system uilll he able to loin tjOu Into on Online Challenye Series yame. 

HIth It turner] on. uihen you enter Natchmahiny [via Oulch Natch. Custom Natch, 
or Qulch Race] you hove a chance to be iolnetl Into a Co-Op Challenye Series yame 
os a helper. Vou uion't oluiotjs be Iolnetl Into Challenye Series: you loin only If the 
Natchmahiny system fintls that this yame session Is the best match for you at the 
moment. Hith It turner] off. you mill never be matcher] Into a Online Challenye Series 
yame [houiever. you coultl still loin one of these yames via yame invite). 


Cany an Dub! 



Advanced racing 
at its finest, 

Canyon Duels are 
best saved for 
the elite racers. 
These hardcore 
events pit racers 
against each other 
down some of the 
sketchiest sections 
of canyon roads in 
Palmont City. 



• EH Trax: Chanyes music to yameplay-specific or yeneral. You can also filter the 
music by yenre betuieen hip-hop. roch. anti electro, anti plat] sonys to sample the 
feel of the tunes ant] the music yenres. 


There are breakable road barriers. These won’t 
keep you on the road if you should careen out of 
control on the outside corners. If you break through a 
roadside barrier, it’s an instant loss. 


• Crerllts: Pays homaye to the hartiuiorhiny folhs at Electronic Arts. 

• Cross Sell: Offers a looh at other fantastic titles from EH. Inclurtlny HBHLivem 
mumngmieiimij/. 


You’ll find more about the Canyon Duel races in the 
Tracks section, which covers all of the tracks in the game. 

Circuit 




Just because you’re doing a lap doesn’t necessarily 
mean you’re just going around in a big circle. The 
29 Circuit races around Palmont City vary from 
short, straightforward routes in Fortune to long, 
winding tracks with complicated turn series that 
run all around the fringes of the city. The first lap 
is commonly used to gauge the track, but by the 
second lap you should be hitting the turns perfectly. 

If a Circuit race is giving you trouble, practice it a few 
times before challenging other racers. 




~ri P lfphoveoteiiilopsluiiiorl{iiii[ti.youhovetjiiieluolloiiifor 
misiahes and crashes, or even fo hang hach and match the other racers to find 
nem routes through shortcuts. Tahe it easy on the first tap, assess everijthing you 
can. and then step up the speed for the hig min. Homever. this only morhs online. 


Drifting is done on closed-circuit tracks and on the 
more difficult Canyon tracks. If you make it through 
the cliffs of Carbon Canyon, you’re on your way to 
becoming the king of the Drifting circuits. 

Pursuit Huuckuut 



Ehuckpumt 


Checkpoint races are timed events; you must get from 
checkpoint to checkpoint within a specified period of 
time — don’t run out of time or you lose! 

These races start out fairly easy but soon become 
more difficult. It doesn’t take long to figure out that 
perfect driving is necessary to meet these challenges. 
There is small margin for error, and that means no 
traffic collisions and definitely no speed loss from fric- 
tion on the meridians or trackside barriers. 

Drift 


In the first of two exclusive online game types. Pursuit 
Knockout is proof that dreams do come true. This 
isn’t old-school KD racing here, but the next step in 
pursuit racing evolution. 

You get a chance to be the police here. The last 
racer around each lap is transformed into a Palmont 
City cop and is given access to the type of vehicle that 
matches the current racing tier, from a Rhino SUV to 
a Corvette Z06. 

Each successive lap turns more racers into cops 
until there are up to seven cops against one racer. 
From that point on, the top cop receives bonus points 
as well as the racer who wins the race — if the racer 
wins. With seven cops after one racer, this becomes 
an all-out effort to prevent that last car from crossing 
the finish line in the allotted time. 


IMu I E Pursuif [acfics aren'f just for III cops. Nhen ploying 
uiilh friends, you con use Ihem to coordinole pursuit ossouits ogoinst 
rocers in the city streets. 




Drifting returns 
in Carbon — but 
this is no wimpy 
“ice-skating with 
Granny’’ kind of 
event! This is 
Need for Speed, 
after all, not Need 
for Caution! The 
faster you go in 
a Drift event, the 
more points you 
earn, and it’s all about the points here. 
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Pursuit Tug 

Pursuit Tag is the 
second exclusive 
online event in 
Carbon, introducing 
another addictive 
facet of gameplay 
that will undoubt- 
edly keep fans 
playing Carbon 
for a long time to 
come. 


Pursuit Tag pits one racer against up to seven cops. 

A racer is busted if a cop attacks and slows the racer’s 
vehicle to under 30 mph for a specified period of time. 

If successful, the arresting cop is transformed into the 
new racer and is given an eight-second head start to 
get away. Then the chase resumes, and racer and cops 
begin collecting points again. The winner is determined 
as the person who spent the most time as a racer in the 
form of a percentage. 



Both [he Pursuit HO and Pursuit Tag race modes are 
futtg covered in the Online Play section. 


Spuedtrap 



In Speedtrap races, winning involves cumulative high- 
speed driving. Along the course are multiple speedtraps 
that are detected by your car’s radar and also show up 
on the mini-map. 

Speedtraps clock your speed as you pass; whoever 
has the highest cumulative speed value wins the race, 
even if that racer’s car didn’t cross the finish line first. 
The racer with the highest total speed throughout the 
track is the victor. 


Efficient use of NOS (N 2 O) is key to winning in 
these events. Regenerate by maintaining high speeds, 
and keep blasting NOS to increase acceleration when 
needed. If you find yourself lagging behind and you’re 
right in front of a speedtrap, use a shot of NOS to 
boost your speed as much as possible before being 
clocked when going through it. 


"FI P It doesn't matter uitiat your speed is betuieen speed- 
traps — the important thing is to max your speed by the time you pass 
the next speedtrap. 



Sprint 

There is no time 
to practice during 
a Sprint race 
from one end of 
Palmont City to the 
other — if you want 
to do well, you 
must practice this 
track several times 
before the official 
race event. The 
game has abun- 
dant Sprint races to rip it up on — from short sections 
Downtown to long, serpentine streaks through San 
Juan. The secret to doing well on sprints is to know the 
tracks well, because you only get one chance to access 
the features on the map (race breakers, for instance) 
as you fly past them at blistering speeds. 



"Tl ^ Sometimes flying blind lends to success — uiith 0 uihole 
lot of adrenaline and maybe some sheer luch mixed in for good mea- 
sure! Nhen racing a Sprint trach for the first time, Chech your mini-map 
every couple of seconds to anticipate the road ahead. Vou don't hove 
time to be caught off guard by on unexpected corner! 











The NOS system has a perpetually regenerating supply, 
with one condition, you must reach a certain speed to 
keep getting more. You don’t need any fancy tricks to 
regenerate NOS, just sheer speed. But before you can 
access the benefits of extra boost, you must install a 
Nitrous Oxide performance upgrade on your car. 

Once it’s installed, you can see the NOS gauges light 
up on your in-game HUD screen. This gauge tracks 
your current N2O level and indicates when your tank 
is empty and in need of regeneration. Check the gauge 
often so you’ll know when the valuable extra boost is 
available. 

How you use your NOS is up to you. It can be used off 
the starting line to get into the middle gears quicker, or 


Imagine yourself as a pro racer, with supernatural reflexes 
and high-speed intuition. When you get into your groove 
on the track, the world seems to slow down. Everything is 
in slow motion, giving you time to react to extreme danger 
or pull off dangerous and unbelievably daring maneuvers. 
This is Speedbreaker. 

Using this ability is exactly like slowing time. Once it’s 
activated, you have a window of opportunity to pull off 
your moves before normal time resumes or until you hit 
the button again to manually deactivate Speedbreaker. 

Use it wisely and conserve it for when you truly need it. 
You don’t want to be short of it in dire circumstances. 

On the technical side of things, your car takes on some 
heightened characteristics during Speedbreaker. Here’s 
the lowdown: 

• Vehicle mass increases •Traciion increases •Handling increases 

Imagine hitting a road block normally, and then imagine a train plowing through the same set of vehicles. That’s 
Speedbreaker at work for you. Activate it just before you contact the cars in a roadblock to have a greater and 
more dramatic effect. Once you get away, deactivate it so as not to waste any of it. 


nri If you're consfonfly driving off the rood ond hiffing molls during corners, fry rocing uiifli one finger consfonfly covering the Speedbreoher 
buffon. Ilf 0 momenf's nofice you con slum fime, recover confrol, deocfivofe, ond use NOS fo pouier ouf of 0 corner fbof moy ofberuiise prove disosfrous 
fo your uiinning fime. 


it can be used to push your ride into new top speeds. 
Either way, you’d better hang on to your hat! 


SpEEdbrsakEr 










Practice, practice, practice! These are the three most 
important words you’ll hear when learning to race. Get 
to know your tracks very well, run through them over 
and over to identify all the obstaces and, most impor- 
tant, get closely acquainted with all the best lines. 


NOTE Nosf race frachs are fairlij foryivino on corners, as 
fhis is more arcatle-siijle raciny than sfricily simulafion-sfyle. Knoininy 
a bif of raciny iheorij inill help you tleal uiifh more fechnical challenyes, 
lihe [hose fount! in [he ativoncetl Canijon Duels. 



f Hutamatic vs. Hlanual 

In the game, automatic transmissions work the 
same way as they do in real life. Once you hit a 
given RPM, the transmission shifts gears up or 
down accordingly. 

Manual transmissions also work in the game as 
they do in real life. It’s a steep learning curve, but 
once shifting becomes second nature, you have 
greater control over your transmission and can be 
faster on the track. 

Try racing with an automatic transmission for 
a while until you’re comfortable with the controls, 
car handling, and race events. Fewer distractions 
make it easier to concentrate on winning. You can 
play though the entire game without having to 
switch from an automatic car, though, so don’t 
k feel pressured to change to a manual. 4 



Braking 

Skillful use of the brake will undoubtedly make you 
a better racer. Every racer should have a working 
knowledge of and experience with several braking 
techniques. 

First, note that sometimes the best braking tactic 
is just to let off the gas — the resulting reduction in 
speed is often enough to get around most gentle 
curves safely. 

Now down to the nitty-gritty: Every corner is 
divided into three segments — the turn entry (or entry 
straight), the apex at the inside of the corner, and the 
turn exit (sometimes referred to as an exit chute). 
Learn to recognize these segments in every corner to 
master the essential art of technical braking that will 
help you win more of your races. 



Straight-Lins Braking 

This principle is 
the Holy Grail of 
braking. Always 
brake the hardest 
when traveling in a 
straight line before 
a turn entry. 

This tech- 
nique separates 
cornering into two 
logical compo- 
nents: braking and 
turning — in other 
words, brake 
before you turn 
the wheels. 









Any angle in the wheels at all could force your car 
into an understeer or oversteer condition (or worse, 
an uncontrolled drift) given sufficient speeds. Learn 
the threshold of your car’s brakes to anticipate just 
how hard to brake without losing traction. 

When approaching a corner, apply the brakes to 
near maximum in the straight section immediately 
in front of the corner entry; once you’re at the turn 
apex, release the brakes and accelerate to rip out of 
the turn’s exit. 


Essentially the trick is to not force your car to 
drift while braking through the turn. Learn your car’s 
handling well enough to know its braking threshold 
so you know how hard to brake without causing it to 
understeer and slide into the far wall or even worse, 
right through a roadside barrier. 

Furthermore, trail braking will benefit your perfor- 
mance little if used on occasional corners. It’s more 
of a “big picture’’ benefit that, if applied to every turn 
on a track, will pare seconds off your lap time. 


Trail Braking 



This much more advanced cousin of straight-line 
braking is difficult to learn and even harder to master. 
It involves delaying braking until you are past the turn 
entry and then continuing to brake through the turn 
to the apex, where you begin to accelerate out of the 
remainder of the corner. 

As opposed to straight-line braking, trail braking 
doesn’t split up the technique into braking and 
cornering. Instead, it overlaps them — the driver 
brakes and corners at the same time to allow for a 
higher turn entry speed. 

Using this technique involves a whole heap of 
physics that we don’t cover here. But if done 
correctly, it’s very effective. 




On manual transmissions, gearing down once 
slows the engine and decreases the vehicle’s 
speed. Excessive downshifting will over-rev the 
engine, dramatically reducing speed and adding 
costly seconds to the overall lap time. Engine 
braking is sometimes favored by racers who want 
a bit of extra torque coming out of a turn, but 
here’s a word of warning: Each car’s optimal exit 
gears, the track, and turn conditions make this 
a highly variable technique. Generally, gear down 
just once or twice, while letting off the throttle, 
to slow down before a turn. 



^OvErstEEr 


vs. UndEPstEEr 


It’s common to experience two conditions on the 
race track when driving a high-performance 
vehicle: oversteer and understeer. 


In oversteer, 
the rear of the 
car slides out 
in the direction 
of travel. The 
front wheels 
are tracking 
properly, but 
the rear of 
the car skids 
to one side. A 
controlled over- 
steer is often 
useful in tak- 
ing the tightest line through a course (oversteer 
always slides the rear of the car to the outside 
of a curve). But when the rear of the car loses 
traction uncontrollably, you can go into a spin. — 



Oversteer 


Correct an oversteer by adding more throttle and 
steering in the direction of the skid. That adds 
more weight and force to the rear of the car and 


straightens it out. 


I stri 
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Understeer 


In under- 
steer, the front 
wheels are not 
guiding the 
car effectively- 
They have lost 
the traction 
needed to pull 
the car around 
a corner. In this 
case, the car 
generally goes 
straight into 
the wall or off 

the road, no matter how much the front wheels 
are turned. The car simply cannot turn at the 
rate the front wheels are turning, and plows off 
the roadway. To correct, slow down and return 
more weight to the front of the vehicle. But be 
cautious, because the car will tend to “grab” 
the road suddenly when the understeer condi- 
tion ends, possibly throwing the rear into an 
oversteer condition. This is called fish-tailing. 

And understeer is often more hazardous than an 
t oversteer. 


J 



Racing Linas 



Racing lines are imaginary lines on the track that 
follow the safest route or produce the fastest time 
through a course. More specifically, there are two 
types of lines through each type of corner: The one 
that yields the fastest cornering speed and another 
that allows for the lowest overall time. 


Racing lines can be slightly altered depending on 
your situation, speed, and track conditions. The objec- 
tive is to “straighten out” a corner as much as you can 
by following the flattest curve possible between the 
entry, apex, and exit. How you want to exit the turn 
depends on how you enter it, so set up your turn entry 
correctly. Remember, these lines are only theoretical; 
cornering success is also your responsibility, and you 
need to accurately read the conditions of each turn in 
the course. These are basic guidelines to help you build 
your racing success. 



Right-Rngls Turns 


Taking a right-angle turn requires a good balance 
between entry and exit speeds, and the racing line 
passes evenly near the apex. There are more of these 
corners in the game than any other type. Experiment 
in time trials to find the best line through them. 


iSlU I E irs imporroni to nofe \M the recommended lines 
in [he turns that folloiu ore for isolated corners, out of context of any 
troch. The discussion is not influenced by luhot may have come before 
that particular corner or be cominy after it on the many different tracks 
in the yome. In reality and in ieeil for Speeil Carbon, the optimal racing 
line depends heavily on the seyuence of turns. 







WD° Turns [Hairpins] 

These hairpin 
turns generally 
have two accepted 
lines, based on 
circumstances 
and objectives. 

For safety (low- 
risk cornering), 
the easiest line to 
execute is the one 
that hugs the apex 
all the way around 
the inside of the 
corner, keeping 
wide on both the 
turn entry and exit. 


Thicanns 


Chicanes create a horizontal diversion in the track. 
Treat them as S-turns with a narrower path between 
apexes. In city driving, chicanes are used to divert the 
path of travel and shift it sideways. On closed circuits, 
they are a short, tight challenge at high speed. 
Chicanes get even more complicated when eleva- 
tion changes are thrown into the mix. Try to make a 
straight line through them, from inside line to inside 
line. The straighter your line is while passing through, 
the faster your exit speeds can be. 


T~ | P Slom in. fosf out; Nohe this ijour brohino montro and chant 
it over and over in your head. The sooner you sloui douin before tahiny a 
turn, the faster you can accelerate cominy out of it. llsiny this techniyue 
uiill save precious seconds of lap time by preventiny uncontrolled slides 
or disastrous collisions. 

Its natural opposite — fast in. sloiu out— is a terrible raciny 
"techniyue" commonly executed by inexperienced drivers. 

INIU I E The "outside to outside" principle that yoverns 
corneriny at a riyht-anyle turn applies to most other types of corners 
os melt. For the fastest corneriny speeds, approach the turn entry from 
the outside of the corner, pass os close to the inside of the turn apex as 
possible and then move to the outside of the exit chute uihen finishiny 
the corner. 


The more challenging line is also the fastest, but 
you will need to practice this one much more than the 
standard line. Start at the center of the turn entry, 
move to a late apex curve along the outside edge of 
the turn when you pass the middle of the corner, and 
then follow the outside through the exit chute. You 
should blast out of the corner, still along the outside 
edge while maximizing your exit speed. 
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UEcrEasing and IncrBasing Radius Turns 



Du Ubls Rp EXES 


Double apexes can be treated like hairpin corners. The 
exception here is that they have a short straightaway 
between entry and exit, effectively separating the turn 
into two parts, or apexes. 


Decreasing turns start with a wider radius and 
become tighter as the corner continues. These 
corners are possibly the most challenging in terms of 
maintaining proper alignment and speed throughout. 
They are also the most frequent cause of spins and 
collisions with the outer guard rail at the turn exit. 
The best option is to cut in close to the inside, near 
the turn apex, earlier rather than later in the corner. 
Then move to the outside of the turn exit as you 
come out of the corner, applying full throttle as you 
exit the chute. 

These turns become wider in radius as the corner 
progresses. Brake and corner early and keep the car 
tight to the apex as you exit the chute. 


Your decision to ollow one line or another is based 
on track conditions before and after the double apex. 
More specifically, determine how you want (or are 
able) to enter and exit the turn. 



New to Carbon are racing crews. Throughout Career 
mode, you can hire additional personalities to join 
your crew and provide you with certain race bonuses, 
career bonuses, and special skills. Here’s the 41 1 : 


INiaTE mriiouyli crem members ore unlocherl in Career 
motle. you con access fhem in Fronf Entl races anti hove them join tjou 
tiuring your events! 


CrBiu Skills 

Each crew member has a primary and secondary skill. 
Primary skills are the ones you access during a race by 
activating your wingman. The timing of your use of those 
skills is critical to your success in challenging races and 
events. Also, note that wingmen have a gauge, similar to 
your NOS and Speedbreaker gauges, which replenishes 
over time. 






Primary/RacB Skills 

Blochers: Blochers \M our o cor in front of ijou. If ijou're hovino o hord Nme Qoining 
the lend from second ploce. simplij gef the lend cor in gour sights ond octivote the 
blocher uiingmon: he does the rest. The hlocher speeds up from behind ond slums 
into the lend cor. forcing it off the rood uihile you speed off to o ruin. 

Drofters: Drofters provide o slingshot boost effect. Hhen octivoted during o roce. the 
drofter drives in front of you. olloming your cor to enter his slipstreom. There, you 
goin on odditionol HP/Speed bonus thot shoots ijOu oheod of your drofter ond douin 
the troch. 

Scouts: Scouts ore the ultimote in rocetroch intelligence. Uhen octivoted during o roce. 
0 scout rips off douin the troch in front of you. cheching for the fostest routes or 
shortcuts. Notch for the telltole streohs of light thot troll behind the scout's cor. 
ond follom the streohs through the best routes on the troch. Note thot ony shortcuts 
found by the scout olso light up on your mini-mop. 

Sacandary/CrBui Skills 

Fobricotor: Hoving o fobricotor in your creui ollouis you to use the Rutosculpt upgrode 
ond fully customize oil the oftermorhet ports for you cor. 

Fixer: Fixers ore generolly troubleshooters thot con heep the Heot level doom on your 
cor or prevent it from increosing in ony given zone. 

Nechonic: If you moot deols on ports ond upgrodes. hove o mechonic in the creui. You 
get 10 percent off on everything you buy. 


ISIO I E You con hove o moximum of three creui memhers 
hired ot ony time, so heep only those drivers oround thot benefit you 
the most. Chech out the Creui screen ot your Sofe House to see uitio is 
ovoiloble to you. 

INIOTE In-roce bonuses opply only if the creui member is 
uiith you in the roce, but the coreer bonus opplies os long os the creui 
member is port of your creui. 


CpBUi ntembBrs 


flBVillB 



Creui Shill: Fixer 



Bio; The Big Nev’s wide 
girth discourages him 
from getting out of his 
vehicle, and once he’s 
safely tucked inside, it 
takes a swarm of cops 
to pry him out. Because 
this has been known to 
happen from time to time, 
he has a particular fond- 
ness for running cops off 
the road. With his predis- 
position toward small, 
tuned-out cars, this man’s 
size becomes all the more 
apparent. He’s affable, 
a form of comic relief, 
playful, and mischie- 
vous — someone who may 
not be the bravest of all 
the racers, but who is 
doggedly determined to 
help Hero all the way. 


TIF* If you're hav- 
ing [rouble beeping the lead, 
you may uianffo invesMna 
blocher. Nhen you're in the 
lead, aciivafe your blocher and 
he'll fahe ouffhe any chal- 
lengers behind you. 










5a! 


NaFches Yours 
I Scout 
I ! Fabricator 


[j : i: Jerlucestleatof 
player's car on everij raceuiin. 

Jonus: tlnlocbsSutosculpt 
bodijtrits. hoods, anti roof scoops 


Bio; Growing up with the 
guttersnipes of the 
inner city gave Sal an 
appreciation for the 
deftest routes to 
escape angry shop 
owners. He finds 
just as much joy 
winning races as 
knowing that nobody 
else knows how he 
got there. 

He’s an avid race 
fan who has never been 
very popular, spending his 
time off the track following 
the careers of all the other 
racers. Before Hero left 

Carbon, Sal was a big fan and was in the crowd that 
fateful night when Hero left town. When he learns of 
our Hero’s return, he seeks Hero out and offers his 
services. He is a serious racer who acts a little like a 
weasel, but he proves to be a loyal teammate. 


Samsan 


Order: 3[[l/4th/Stfi 
Class; Nuscle 
flace Shill; Blocher 
Creiii Shill; Fixer 


.. In-Roce Bonus; ]0y. increase on 
I moneij earned from all mins. 

I Career Donos; Corners yeographic 
^ Heat in zones you control 

Bio: Seven-foot Samson 
discovered early that 
the best way to win 
an argument was by 
picking up your oppo- 
nent and shaking some 
sense into them. He 
takes this philosophy 
to the streets, where 
he knows the best way 
to beat someone to 
the finish line is making 
sure they never get 
there. Samson is intel- 
ligent, very educated, 
and has an expansive 
vocabulary. 


nri F* To earn the mosf bonus cosh in Career mode, have Neville. 
Samson, and Vumi in yourcreui. 







Bio: Yumi is ingenious. She’s 
a mysterious racer who 
specializes in pathfinding. Her 
shy demeanor (she dresses 
like a Harajuku Girl) masks a 
curious and fiercely inquisitive 
demeanor. She’s hyper-aware 
of her surroundings, and 
hovers close to the action. 

She has a sharp tongue, and 
uses her wits to surprise 
those who doubt her. She is a 
coy seductress who can lash 
out in the blink of an eye like 
a scorpion. Nobody can guess 
her age (she looks twenty 
although she is thirty), and 
her years of experience are 
hidden as well. 


Uumi 


Bio; Colin is a blue- 
blooded young gun 
who tore up the racing 
circuit in the south of 
England. After tiring 
of the competition, he 
heard through the 
underground of the 
level of play in Carbon 
and caught the 
first flight over. His 
perfect manners and 
refined taste do not 
extend to the racing 
course, where he is a 
cutthroat, and there’s 
nothing noble about 
finishing last. 


Calln 


She gained her love of body sculpting in her home- 
town on the small island of Daito Shoto. She had 
relative freedom working in her father’s studio (he was 
a hermetic artist who worked with metal), but when 
she moved to Tokyo, she was amazed to discover how 
oppressive the perception of women was and became 
determined to prove the world wrong about their 
preconceptions. People nicknamed her “oracle” for her 
strange ability to predict the path of least resistance — 
a talent that has served her well on the racing track. 


^ If ijou ore lioving frouble finding shorfcufs, use the scout, 
fls long os gou sfog for enough behind her, she'll find the shorfcufs ond 
mohe uiogforgou. 



"ri ^ Droffers ore your best friend in Speedfrop roces. ficfivofe 
your droffer before o speedfrop ond get info his uiohe. Both you ond 
yourdrofferuiill post insone speeds. 
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n-aie Bonus: SO/, boost 


Bio; Nikki is 19 at 
the time of the Hero’s 
disappearance and 24 
when he returns, but 
she changed greatly 
in the Hero’s absence. 

He was her first big 
crush and when 
he left, so did her 
innocence. Although 
she subsequently got 
together with Darius, 
she is not entirely 
sure she made the 
right decision. However, 

Darius delivered on 
his promise to let her 
race full time: the only 
place she feels truly free and in control of her destiny. 

She is an only child, raised by her mom, who is a 
construction foreman. Although they used to be very 
close, they have grown distant since she got together 
with Darius. She has a “father complex’’; her dad left 
when she was a kid, and that anger still resides a 
bit close to the surface. She started hanging around 
street racers when she was a young teenager, and 
her first car was a ’69 Camaro. She took it apart 
and re-assembled her first engine when she was only 
10 years old, and her first job was at a local garage 
frequented by street racers. 

One of those racers was our Hero, whom she had 
a major crush on well before they started dating. He 
broke her heart when he skipped town at the start of 
their romance — her affection was reciprocated, but 
Hero deemed her a bit too young. She has the making 
of a top racer, but where she really shines is tuning 
cars for maximum speed. 




At the time of Hero’s disappearance, she’d made 
it on a Crew as a Junior Racer (Muscle), but she 
was still on the sidelines most of the time or helping 
tune the crew’s cars. She feels that she doesn’t 
have anything in common with people her own age 
and she’s very competitive, doesn’t expect breaks, 
and she hesitates to give them out as well. Although 
she’s self-possessed and tough, she is not yet fully 
aware of her power and beauty; she wants to be 
sophisticated, but is not worldly, and although 
Darius is her first real boyfriend, her biggest secret 
is that she was saving herself for our Hero. 


Nikki 


Qm lill:Hechanic 




In Carbon, the rides are not just divided by the classes of 
Exotic, Muscle, and Tuner: Each class also provides a unique 
driving style as well as unique upgrades. 

Three performance characteristics define all cars: accel- 
eration, handling, and top speed. Each of the three 
car classes has a predetermined primary characteristic that 
can be maxed out, but the remaining two are always limited. 

In the following diagram, note the maximum performance 
attribute for each car class. Tuners will always have the best 
handling. Muscles the best acceleration, and Exotics the 
best top speed. Now you can choose cars generally suited to 
your style of driving and appropriate for the type of event in 
which you’re going to be racing. 



Car Class Performance Attributes 


INIOTE Also neui fo Cdfbonm cor fiers. Nifhin eoch doss of cor ore three tiers thot generollij describe cor performonce; Tier 1 hos the 
loiiiest, entry-level cors, ond Tier 3 hos the best in the doss. Nhen selecting cors ond opponents, be sure to evenly motch tiers to ovoid significont 
gomeploy imbolonces. 
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Once unlocked, this group of vehicles is accessible in virtually any quick race, online or offline. 
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Performance upgrades unlock the full potential of your 
racing weapon, but it’s important to understand that 
even a fully upgraded Tier 1 car is no competition for a 
fully upgraded Tier 3 car. 

Depending on what you’re driving, you have access to 
some or all of the street-, pro-, and race-level perfor- 
mance packages; each successive package offers higher 
performance benefits. Individual parts and associated 
manufacturers differ for all cars; there is no single list of 
generic parts for the packages. 




When selecting and tuning individual parts, the first or 
top item has the greatest effect on the performance 
attribute bar. 




The second part has a moderate effect... 


...and the third 
part has the 
smallest effect. 
Together, they 
total 100 percent 
tuning. 
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Engins 


PauMEr 

Torque 


EnmnE 




srondord 
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Horsepoiuer 
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Tuning engine components for torque versus horse- 
power allows you to control the car’s power curve. 
Tune for torque and get quicker acceleration; tune for 
horsepower to reach a higher top speed. 


~ri P Tune qour enyine for torque to yet quiclier occelerotion 
on tiytit, short trochs or if qou plan to do a lot of driftiny. Tune for 
horsepouier if qouTe raciny on lonyer, straiyhter courses, uihere qou 
re£uian^oom 

NOTE It doesn't cost anqthiny to yo bach and tune parts 
and pochayes that you've already purchased! 


Transmission 


Esar Ratio 

(Iccelerotion 
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Top Speed 


Tuning transmission components for top speed versus 
acceleration allows you to control the final drive gear 
ratio. Tune for low gear ratios to get quicker accelera- 
tion; tune for high gear ratios to reach a higher top 
speed. 


TIP Tune your transmission for loui year ratios if you're raciny 
on tiyht, short trachs or plan to do a lot of driftiny. Tune for hiyh year 
ratios if you're raciny on lonyer. straiyhter courses and uiant to really 
open up the throttle. 


Suspension 
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Tuning suspension components for oversteer versus 
understeer allows you to control how the car enters 
and exits a turn. Tune for oversteer to keep the rear 
end loose while entering corners; tune for understeer 
to make the front end push while entering corners. 


Tl P Tune for oversteer if you plan to do a lot of driftiny. It mill 
let the rear end of the car slide out more easily. Tune for understeer to 
prevent the rear end from slidiny out and to increase the car's ability to 
hold a line throuyh turns. Don't overdo it. thouyh, or you'll reduce overall 
corneriny abilities. 


iiitraus 


niTRBUsnxinE 

Standard Duration 

I I 
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Tuning nitrous components for velocity versus dura- 
tion allows you to control the volume usage of nitrous. 
Tune for velocity to get a shorter burst but bigger 
impact out of your nitrous; tune for duration to get 
less immediate impact but a longer burst. 



Ti P Tune for velocity on shorter, tiyhter trachs. Tune for 
duration on lonyer trachs mith more straiyhts, mhere NOS conservation 
is critical. 


Tims 
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Tuning the tire selection for drift versus grip allows 
you to control how much the car slides. Tune for 
drift if you want the car to slide out while cornering; 
tune for grip if you want the car to hold the line while 
cornering. 


"TIP Tune for drift if you're doiny a lot of drift raciny — the 
looser traction is much more valuable. For nearly every other style of 
raciny, tune for yrip. Some beyinniny drifters lihe more yrip, homever, 
because it reduces your maryin for error. 


Brakes 


BraksBias 


BRRKES 




Rear Bios 
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Front Bips 













Tuning brake components for rear bias versus front 
bias allows you to control how the car handles under 
hard braking. Tune for rear bias to lock the rear tires 
up first; tune for front bias if you want the front tires 
to lock up first. 


Tune for rear bios to loch the rear mheels and force a loss 
of fracfioo. This ollouis i]ou To quichly slide The rear end of The cor ouT in 
a conTrolled spin, and con be helpful for forcinp an oversTeer condiTion 
duriny DrifT races. 


Tune for froni bias To creoTe a 60/40 imbalance — opTimal handling 
for mosT cars. Don'T od|usT much more Than Thai, or you rish creoTiny a 
donyerousli] high undersTeeriny problem. The excepTion is if your car, 
lihe mosT supercharged muscle cars, Tends To oversTeer because of 
excessive pouier in The rear end. In ThaT cose, adjusT The brahes To The 
fronT To decrease Their someTimes dromoTic oversTeeriny problem. 


SupBrohargEr [IHuscIbs Only] 


Boast RPB! Rang E 

LoiiiRPM 


SUPEREHRREER 


\ 


STondord 

I 


HIghHPM 


Tuning supercharger components allows you to control 
the size of the supercharger. Tuning with smaller 
components will allow the supercharger to make 
power (expressed in RPM, or revolutions per minute) 
quicker, but will also result in less power up top. If you 
tune with larger components, the supercharger will 
take longer to increase RPM, but you’ll get a bigger 
power boost when it does. 


*0 P Tune for a lom RPN To yeT The fasTesT boosT on shorT, TiyhT 
Trachs. Tune for a high RPN To yeT a high-end boosT for longer Trochs so 
you can open up The ThroTTIe and yeT ThaT exTra pouier! 


TurbB 
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Tuning turbo components allows you to control the 
spool time on your turbo. If you tune for low RPM, the 
turbo will spool up quicker but will deliver less boost; 
if you tune for high RPM, the turbo will take longer to 
spool up but will deliver higher boost. 


'1TI Tune for loui RPN To yeT The besT boosT on shorT, TiyhT 
Trachs. Tune for high RPN To yeT a high-end boosT aT Top speeds for 
longer Trochs. 



To demonstrate the customization features found in 
Need for Speed Carbon, we’ve taken a car from stock 
and pimped it to the max. This is a start-to-finish 
operation to familiarize you with all of your options for 
building a ride to be proud of. 

HftBrmarkBt 

All of the following upgrades are purchased on the 
Aftermarket menu in the customization screen. In 
the Front End game, customizing is done through 
My Cars, but in Career mode all customizing is done 
through your Safe House. 



Stock Mazdaspeed 3 











Borra spoiler added. 


Rutasnulpt 

With your car now semi-pimped, proceed to the 
Autosculpt menu. Here the existing parts are modi- 
fied to your liking. Each group of parts — skirts, 
bumpers, and so on — have a number of modifiable 
zones where you can influence height, length, or 
depth. When you use the Zone menu, the zone lights 
up to indicate the area of the car that will be modi- 
fied. You need a fabricator to unlock autosculpt. 


Stag front bumper 
was chosen and 
the following mods 
were made to fully 
tune it: Zone 1 set 
at 1 00%; Zone 2 
set at 1 00%; Zone 
3 set at 1 00%. 











Blown Over hood added. Zone 1 set to 100%; Zone 2 
set to 0%; Zone 3 set to 1 00%; Zone 4 set to 1 00%. 


Sweeper rear bumper placed on the back. Zone 1 set 
to 100%; Zone 2 set to 100%; Zone 3 kept at 0%; 
Zone 4 set at 40%; Zone 5 set to 1 00%. 


Sweeper skirt 
added. Zone 1 set 
to 0%; Zone 2 set 
to 100%; Zone 3 
set to 1 00%. 


Rocket exhaust tips added: Zone 1 set to 100%. 


Proceed to Shop- 
ping Cart and 
order parts to con- 
tinue with the next 
phase of custom- 
ization. 


Windtunnel roof 
scoop modified: 
Zone 1 set to 
1 00%; Zone 2 set 
to 1 00%; Zone 3 
set to 1 00%; Zone 
4 set to 50%. 


Borra spoiler modi- 
fied: Zone 1 set to 
1 00%; Zone 2 set 
to 1 00%; Zone 3 
set to 1 00%; Zone 
4 kept at 0% 









rsiOTE Reiyrnino for ftie firsf fime since MforSpeBil 
UnilefgmiiilS is fhe obilify fo customize vinyls. Use the Vinyls menu 
to odd multiple layers and change their display order, or to modify the 
location, alter the size, rotate, or sheui the vinyl itself. The visual pos- 
sibilities ore immense! 
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l/isuais 

This is where you give your ride that extra visual 
punch. With hundreds of paint colors, vinyls, wheel 
paints, and window tints to choose from, you can fully 
customize the look of nearly every aspect of your ride. 


We’re almost there... 


Scorpion logo layer added. Scorpion body fill colors 
are changed to black, and the background circle color 
is matched to the car. The logo is enlarged to cover 
most of the door, moved slightly forward, and then 
mirrored to the opposite side of the car. If mirroring 
is off, the vinyl is displayed only on one side. Two vinyls 
are then exchanged to make the scorpion layer sit 
below the body flame. 


Vou con sculpt only exclusive corbon uiheels; 
monufocfurers' rims ore not tuieohoble using llutosculpt. 


Chrome yellow 
paint added. 



Flame body vinyl 9 
added: Inner glow 
changed to black 
and entire vinyl 
resized in width to 
bring it down the 
sides of the car. 










Red chrome wheel 
paint is added to 
match the red 
fringe in the flame 
body vinyl. 


Dark red window tint added. 


Ride height low- 
ered 100%. 


Proceed to Shop- 
ping cart, order 
your parts and hit 
the streets! 
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Career mode is where the Need for Speed Carbon 
experience comes to life. It’s here in Palmont City 
where all of your practice pays off. You must play 
Career mode to unlock many features in the game, 
though — race tracks, race events, wingmen, and so 
forth — so there is an obvious benefit to spending time 
playing both sides of the game. 

In this section, we take you through Career mode 
and explain all the important elements you need to 
know to conquer Palmont City’s territories. Make no 
mistake: Aside from the following valuable material, 
the only other way you’re going to win is with some hot 
racing skills. The territory bosses are unbelievably fast! 


CarBBr Path B Pragrassian 



INlu I E Choosiny Career merle tielermines mhicli area ijou 
start ijour Career. 


You can start Career mode on the Exotic, Muscle, or 
Tuner path. This influences the order of events and 
upgrade unlocks, and gives gameplay some other, 
more subtle slants. 







p Rsputatian 


Reputation is the invisible tracking system that 
measures how close to challenging a boss you 


Zone He at PercEntagES 

Geo Hear 1: U-iU Geo Heaf 2: 24*M1*/. Geo Heaf 3: 42*/.-G3*/. 


GeoHear4:G0*/.-77*/. Geo Heaf 3:787.-87*/. 


Note that there is some overlap between the later 
portion of Tier 1 and the early portion of Tier 2, and 
between the later portion of Tier 2 and the early 
portion of Tier 3. This means that the previous tier’s 
cars, when fully tuned, can compete with untuned 
cars from the next class. The result is a more seam- 
less transition between two levels of gameplay. 

You will never, however, be on an even playing field 
when pitting Tier 1 cars against Tier 3 cars, regard- 
less of upgrades. To remain competitive, always 
purchase a car from the highest tier available. 




The entire premise of Career mode is to build your 
own crew and take over all of the territories in 
Palmont City by winning as many events as possible. 
Additional crew members are unlocked as your career 
proceeds; you must decide who to hire and keep 
active, and who to fire until you need them again. If 
your racing skills are super hot, you don’t really need 
an active wingman, but a wingman does come in 
handy for beginner or intermediate players. 


^Available cars are determined by which tracks/zones 
the player has conquered. Enemy player car tiers are 
determined by the number of zones the player has 
conquered (i.e. 0 zones conquered = Tier 1 cars; 1-2 
zones conquered = Tier 2 cars; 3+ zones conquered = 
Tier 3 cars). 


are as you compete in races and progress in the 


story. 

Rep is earned by winning races, but the only 
way you know you have enough is when you 
receive an SMS message in Free Roam from a 
boss indicating you’re ready to face them. 


'T'l P Use fhe Creui menu fo customize your creui's cars to match 
your oum. Vou can put on the same paint, body hits, and graphics so 
that your gong represents creui colors. 


The boss race format is covered in a later 
section. For now, just know that reputation is 
there. Behind the scenes, the game is silently 
tracking your wins and adding up points until each 
subsequent boss thinks you’re a worthy enough 
racer to challenge him or her for control of a zone. 

One way to know you’re making progress is 
when the boss in each zone tries to intimidate you 
into leaving town during a movie cutscene. IMot 
that you’re going to listen, right? 


Once unloched, creui members stay accessible in 
[he Creui secfion of the Safe House menu. 


ntajar Crauis 

Aside from the crew you’re forming, several major 
rival crews in town control each zone and you must 
take them over to progress in the story. Your major 
rivals are as follows. 









Tired of people ignoring him as a child, Kenji devel- 
oped a grandiose sense of self to convince people 
that he was a force to be reckoned with. This bravado 
increased with age, to the point that he doesn’t 
hesitate to puff out his chest and deepen his voice to 
make a point. He loves threatening his opponents with 
exaggerated metaphors about their destruction and 
brags about dubious accomplishments. 



Kenji’s new ride, once he joins up with Darius 
in Silverton. 


Wolf was born into money. In fact, he has so much of 
it that it means very little. Few other racers prefer 
exotic cars and drive them so aggressively. He doesn’t 
get too attached to them, though, because his own 
image preoccupies his attention. He dresses in the 
finest fashions and never strays too far from a mirror 
to enjoy his own reflection. He developed his tastes 
while getting kicked out of the finest universities of 
Europe, and carries his pride in a wallet. 

Wolf divides the 
world into those who 
have and the rest 
who haven’t. He is 
a snob, dangling 
expensive watches 
and well-heeled ladies 
before anyone who is 
impressed. He loves 
to race, as it is a 
perfect venue for him 
to prove to the world 
that no rules apply 
to him. He uses 
his money, influence, and sheer bravado to run over 
anyone in his way. He was born in Germany, but will be 
first to tell you that the world is his oyster. 



Wolf’s new ride, once he joins 
up with Darius in Silverton. 




Hngms Elst StrsEt 



Angie rushes in where angels fear to tread. She is 
reckless, uninhibited, and always up for a challenge, 
regardless of the risks. If she weren’t naturally gifted, 
she would have been killed off long ago in one of the 
extreme sports she readily embraces. But of all the 
adrenalin rushes, racing brings her closest to tran- 
scendence. She knows she won’t live forever, and her 
only wish is to take her last breath pushing every fiber 
of her being to the limit. 



I 


Angie’s new ride once she joins 
up with Darius in Silverton. 

Angie is Hispanic, 25, and 
grew up surfing on the beach: 
this area is her home. She is 
a racer, with the minor skill 
of drawing Heat, operating 
on pure instinct. She is very 
confident, and doesn’t fear the 
police or anyone who chal- 
lenges her. She is a player and 
changes boyfriends when the 
wind changes direction. But 
she is a leader and generous 
to a fault — if she can be both- 
ered to remember your name. 


Darius’s Etackud DBck 





Darius is a very controlled driver, a racer par excel- 
lence who keeps his cards very close to his chest. 
He is confident, having worked out the intricacies of 
each race in advance, and exercises 
his influence well before the flag 
is dropped. He is magnetic and 
motivates his crew with promises 
of wealth and fame. His orders 
are handed out with surgical 
precision; he never loses his 
cool unless it is warranted. 

But he has no compassion. 

He is a man born without 
empathy, interested only in 
furthering his own agenda. 

After mastering the 
sciences before puberty, 
he turned his aptitude to 
more practical applica- 
tions when he entered high 
school. Building cars that 
could burn up a racecourse 
before he owned a driver’s 
license only fired up his ambi- 
tion. Soon he was applying 
his insights to war strategy, 
seeking to consolidate power 
in the neighborhoods he 
frequented. 







He is a self-made man, inventing himself as he 
steals away from the lower-middle-class mediocrity 
he was born into. His talent and charm won over 
other racers as he used Machiavellian strategies to 
divide and conquer all those who stood in his way. The 
concept of “keep your friends close and your enemies 
closer” blurred the lines of loyalties to anyone but 
himself, and he has long since set his sights on the 
wealth and prestige of Casino Town. 

His one weakness is that he delights in the misfor- 
tune of others. Nothing makes him laugh harder than 
seeing another fail. And as he has grown in power, he 
has made less of an effort to conceal this disturbing 
character trait. 

Perhaps his biggest secret is kept from our hero, 
who is convinced that Darius has taken him under his 
wing. By pretending to be his mentor, Darius has kept 
the biggest threat to his empire oblivious to his motives. 


"FI ^ The bosses all possess ioTiinaie hoouiledge of each irach 
They race, and use all of its shoricufs. Folloui them through a first trij on 
each of their citij races to learn the best lines. 



Bass RacBS 

The boss races ^ 

p • 

take on a whole \ ^ 

new functional- -f * » u' 

ity and style. To t Jfcl 

challenge a boss in . | ^ 

a winner-take-all fi- M 
nal race, you must 
first take over the 
the 

The first stage — ^ ^ 

of a boss chal- f ^ , a ' 

lenge always ' ^ 

starts in Palmont 

race to determine y | * 

Canyons [Canyon | 

Duels are where V,* / ' » 

the real racers 

stand out and pink slips are exchanged). You must 
win the in-town race to challenge the boss to a 
Canyon Duel outside city limits. 

The Canyon races are fast and unforgiving, 
so be aggressive with both the throttle and the 
brakes. You will probably brake more during these 
events than any other in the game, so refresh 
your technical braking skills before attempting 
these advanced events. 

The most important thing to know about the 
bosses is that they always know about and use 
the best shortcuts on the track. It may take a 
few tries, but if you watch them carefully you can 
learn the best lines to follow. 

Boss races are also more about the track than 
the bosses themselves — the Al is fast and drives 
aggressively across the board. Getting a feel for 
the tracks is a key point for success regardless of 
which rival you’re up against. 

Use a fully pimped Tuner for the best chances 
at winning Canyon Duels — the incredibly fast 
downhill courses make handling much more impor- 
tant than top speed. Acceleration also plays a key 
role, so get back up to speed after frequent emer- 
gency braking around dangerously sharp corners. 


rsid'TE The final boss floui is four races. For more infor- 
maiion abouT The boss races and The specific Trachs Theg Tahe place on. 
see The Trachs secTion. 








Bonus iHarkBrs ^ 

Every time you beat a boss, 

you win a couple of bonus 

markers. Markers come -- p ww 

in various forms, but you @ B 

will notice on the Selection " 

screen that the first four " 

are unknown and that the 

second two could be perfor- 

mance parts or unique visual upgrades. The upgrades 
are chosen from items that are currently unavailable at 
your present career level. As you progress through your 
career, however, all of these upgrades are eventually 
unlocked. 


The mystery markers are quite valuable, but you 
definitely want to try to win the pink slip to your rival’s 
ride — it’s the only way to access that car. Other bonus 
markers include ones that add an impound box to a ride 
(meaning you get one more impound strike before your 
car is impounded), release markers to get your ride out 
of impound after you’ve been busted too many times, 
markers that pay fines for you, and markers that grant 
V you a cash bonus. 




Blinar CrouMS 


There are several minor crews around Palmont City. 
They don’t stand out much, except in two events: 
Defend Races and Rival Crew Challenges. 


nsFEndRacES 

Once you control an area (say, Fortuna), a rival crew 
eventually challenges one of the race events that 
you control. It’s the same event that you completed 
to take it over, but this time the stakes are only 
$500. You also have the choice to not defend, but if 
you choose that, the challenger automatically takes 
possession of the event. 


Rival Era UM EhallEngES 

While you’re in Free Roam, cruising territories that 
you control, minor crews will intermittently challenge 
you to races. You pick the finish line, and the first one 
there takes the $1 ,000 pot. This is a fantastic way 
to earn more money and get to know the streets of 
Palmont City better. 


f Race UJars 




Race Wars are an exclusive PS3/Xbox360/PC only 
race type. They’re found in Career mode and open up 
when you control an entire territory, such as Fortuna 
Heights. When you sponsor a Race War, it pits you 
against many other racers around a circuit that 
extends across much of your current area. 

Race wars are generally the same dynamic as a 
Circuit Race, however you must battle your way from 
last place all the way to 1st for a win; and believe it, 
this is never easy! 





When you 
control a terri- 
tory, you win the 
associated reward, which usually means unlocking a 
new car, which you can then buy from a car lot. This 
is how you gain access to higher-tier vehicles. 


You must 
capture two 
events in a 
territory to 
take it over 
(this is a safety 
valve in case 
Drifting is not 
your strength). 
You can choose 
to avoid the 
occasional last 
event, but if you 
do, you will not 
complete the 
objective for the 
Reward Card, 
which requires 
100 percent 
completion of 
career events. 


iNiaTE Vou can use fhe Terriiorij Confrol screen fo Chech 
ouf all [he Zone unlochs. Select a Terrilorij and match the hollom of the 
mindom mhere the Zone unlochs are displaced. If ijou're loohing for 
certain parts or upgrades, this is a mag to find them. 



Palmont City is 
an enormous 
urban center that 
sprawls across 
several regions or 
areas, including 
Fortuna, Down- 
town, Kempton, 
Silverton, and of 
course the treach- 
erous Canyons 
outside town. 










You will be referring to the world map often, so get 
up to speed on how it works. This is the big-picture 
version of what you see in your mini-map, but with 
interactive elements like zoom and GPS functionality. 

Zoom is used to get a larger-scale view of map 
areas. GPS is helpful for finding a feature on the map 
of Palmont City. To use it, put the cursor over an 
item and click on the GPS activation button. After a 
text prompt, you are put back in the city and the GPS 
arrow is ready to direct you to your selected feature. 
GPS is extremely useful if you don’t know the city well; 
use it often to make your travels more efficient. 


Your Safe House is home base, where you can chill 
out and change your cars, check out your next events 
on the territory map, hire and fire crew members, 
and of course pimp out everyone’s cars. You will use 
your Safe House often, so get comfortable with all of 
the menus to find things quickly. 

You must win many races to earn enough money to 
pimp your ride in the Safe House, so don’t think that 
you can skimp on parts and just jump ahead. This 
tactic may work early in Career mode if you’re hot on 
the controls, but later on you need all the help you 
can get, especially when cars from a higher tier start 
showing up in races. If you spend all your money on 
paint, you’ll find out just how tough the competition 
can be without performance upgrades. 


Car Lots are 
located in each area 
of Palmont City — 
their locations are 
revealed once the 
area is controlled. 
All cars unlocked 
in Career mode 
are available at any 
given Car Lot. 


INI OTE Nhen you \ik control of on oreo of tomn, you also 
tohe control of the major creui's Safe House to use as your ouin. 

"Fi P During a pursuit through touin, you can tiuch into any of 
your Safe Houses to escape the cops. 


There is a lot of terrain to get to know, so spend 
some time just exploring the various regions when 
they become available. Then you’ll know what to look 
for. Use the pullout map as a reference and drive 
around, making mental notes of all the interesting 
features — especially the pursuit breakers, which we 
cover later in this chapter. 

Aside from just cruising the city. Free Roam allows 
access to all race events, rather than jumping to 
them via the Safe House or through the Start menu. 

If you’re patient, you can drive to the physical location 
of the race. Just use the world map to help activate 
the GPS system, and it will lead you to the desired 
location. 

Free Roam also allows you to earn more money 
by completing Rival Crew Challenges and to work 
toward completing many Reward Card objectives, 
especially ones that involve police pursuits. Go to 
an area of town with high Zone Heat and get into a 
pursuit with the cops. If you outwit them, you gain 
massive amounts of Cost to State and Bounty, and 
can commit many infractions. 



Prorecred bi| copiirighL Unauthorized or unlnuiful copijing or dooinlooding expresslij prohibited. 











Head on down to the Car Lot when you think you’re 
ready to take on another whip. Sometimes you can 
get pretty good deals selling current cars in the Safe 
House so that you can afford a higher-tier car, but 
we all know how hard it is to sell something you built 
up yourself. If you’ve been winning all your races, you 
may not have to trade it in. Just buy that new whip 
and start working on your collection! 


ISIu I E Nhen i|ou bui| a nem car, it's auiomafically 
transferred to your Safe House, uitiere you can tune and customize it. Be 
careful, though — you can accidentally purchase tuio cars if the funds 
are availahle. 


£URSUilm 


A radar detector built into the mini-map flashes red 
when cops are nearby. Depending on your current 
objectives, use this knowledge to get away, or to bait 
them into a pursuit. 


The authorities don’t have much patience or tolerance 
for racers, and they have many ways of dealing with 
you. First, we need to discuss the various displays 
that constantly update you on the big 41 1 on your 
situation. You need to be in tune with several parts of 
your HUD for the greatest chance of success. The 
HUD is just the information side of things, however. 
We’ll also explain gameplay features, including Pursuit 
Breakers, Cooldown, and hiding spots. 


Pursuit InFarmatian Tuchuuiugy 


This is just a fancy 
way of saying that 
there is a lot of 
information to 
process in regard 
to evading the 
authorities during 
a pursuit. You 
must also take 
the pursuit to 
completion by 
successfully 

sitting out your Cooldown — only then do you get 
credit for your efforts. 

So, on to the HUD and its many uses: mini-map. 
Heat indicator, radar, and Pursuit HUD. Refer to your 
game manual if you’re not sure which is which. 

The mini-map is your best friend. Check this puppy 
as often as you check your mirrors. It indicates all 
the immediately important information regarding your 
current situation, including the pursuit cops. Pursuit 
Breakers, and hiding places depending on what stage 
of a pursuit you’re in. If you know what’s out there, 
you’re far more prepared when they appear in the 
road in front of you. 

Next to the mini-map is the Heat indicator. It tells 
you which Heat level the authorities have your current 
ride listed at. This affects their behavior toward you. 
We’ll discuss this more in the section on Heat. The 
indicator works like a timer: You must spend several 
minutes at Heat Level 1 before the authorities call 
in the bigger guns and upgrade the pursuit to Heat 
Level 2. The progression from level to level is time- 
based, and is not related to the infractions you incur 
while engaged in a pursuit. 


T*l ^ The higher ijour Heat level. The more Bounfg you con earn. 








Many features 
scattered around 
Palmont City 
present some- 
thing of a danger 
to the public if 
they were to say, 
topple over into 
the street or acci- 
dentally fall down, 
blocking a certain 
passageway after 
you have come and gone. 


Features include: 

Hrclmiaij 

Buildino Balconies 
Bus Slops 

ChichenShachSiyn 
Condemned Buildino Supports 


Info Slonds 
LnroeSIreelSipns 
Nolel Sipns 
Scnffoldinp 

Semi-TroilersNovinp Blonp Hipliuiops 
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Pursuit Bruakurs 


The Pursuit HUD, your most important indicator, 
works like a spectrum. At one end, in the red, your 
chances of being busted by the authorities are good; 
on the other end, in the green, you have a chance to 
evade the authorities. The indicator bar changes color 
according to what your odds are during the pursuit. If 
you see any red in your pursuit indicator bar, you need 
to get out of there quickly! The goal of any pursuit is 
evasion. Get far enough away from any police units 
and you should see the green start to appear on your 
Pursuit HUD. If you are having difficulty getting away, 
there are other options. Let’s go on to the Pursuit 
Breakers. 


These features are Pursuit Breakers, and they all COdSfrilCfiOn SCOffOldidO 

show up on your mini-map and world map during a 

pursuit. At every Pursuit Breaker icon is some type CfOdG COdtrOl BuildldQS 

of structure or physical feature that has the ability to 

stop the pursuing authorities in their tracks. llOUOddlir odOpS 


Semi-TroilersParheilinllie SIreel 
Tire Shops 

T-BexNuseumExhibil 


GasSlalions 


Haler Tourers 


Ice Cream Slands 







The action is always triggered by driving your car 
through the physical part of the feature nearest the 
road. Look for the arrows that light up as your car’s 
headlights pass the base of the structure. New this 
year are Pursuit Breakers that have control buildings. 
Look for the small buildings on the side of the road 
nearest the Pursuit Breaker (it usually looks like a 
small ticket booth). Drive your car through the building 
to destroy it and trigger the Pursuit Breaker event. 

Keep in mind that Pursuit Breakers have an area- 
specific effect, which is invisible to immediately 
surrounding police and does not affect cars trying to 
pass through the area. 

What this means is that when a Pursuit Breaker 
is triggered, all pursuing police units within a certain 
radius stop and provide assistance to the new emer- 
gency, often leaving the road ahead wide open for 
your escape. If the Pursuit Breaker is triggered at 
the wrong time or if there are many staggered police 
units involved in the pursuit, the area effect may not 
be great enough to capture all of the unit’s attention. 
A few may be left over to continue the pursuit. 


Caaldaiun 


Hiding Spats 

Once you’re in 
Cooldown mode, 
hiding spots are 
displayed on the 
mini-map and the 
world map. These 
areas are well 
concealed, usually 
underneath or 
in between build- 
ings in places that 
allow very limited 
visibility from the outside. If you can make it to a 
hiding spot during Cooldown mode, the meter fills up 
much more quickly than if you were driving around or 
just parked somewhere waiting it out. 

If possible, it is well worth the effort to get into a 
hiding spot to reduce the chances of a nearby patrol 
spotting you and reinitiating the pursuit — and this 
can happen repeatedly if you don’t fully complete the 
pursuit to end it. Refer to the pullout map to locate all 
the official hiding spots in Palmont City. 


Now that you’ve evaded the authorities and the 
pursuit has gone into its final stage, you must wait 
out Cooldown mode. This is a critical time: The police 
have lost track of you and are scouring your last 
known position, so you need to either hightail it out of 
there or stealthily make your way to a hiding spot. 


Notice that the Pursuit HUD has changed from the 
spectrum-like graph to a Cooldown meter. The meter 
gradually fills up the longer you are in Cooldown, and 
indicates how close you are to completing the evasion 
and winning the pursuit. The Cooldown meter is a 
timer; each Heat level requires you to wait out specific 
times. Refer to the Heat level summary table at the 
start of the later section titled The Heat Is On! 

Instead of waiting out in the open for the timer to 
tick down, you can make your way to nearby hiding 
spots, which are now indicated on the mini-map. 


Tl Try To have as manij police unils as possible riphT behind 
you uiben you irigyer a Pursuit Breaher. They need to be os close to the 
Pursuit Breaher as you con get them to be ujithin the Pursuit Breaher's 
emergency radius. 

INiaTE Some Pursuit Breahers ore activated by driving 
through and destroying the associated trigger building. Looh for a small 
mhiteshoch on the side of the road. 


TIP Bfter you reach Beat Level I the police start setting up 
roodblochs and yuodronts around your lost hnouin location uihen you hit 
Cooldomn mode. Bon't let them see you again during this critical time or 
the Dursuit restarts! 


Tl P The radar detector and scanner ore your early morning 
systems during Cooldomn mode. Bely on them to Beep you moving in the 
right direction [amoy from the police] on your may to a hiding spot. 
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Hills Borough 


South Fortuna 


Fortuna Heights 


DOWNTOWN 


Old Quarter 


Historic Chinatown 


Mason District 


Billings District 


On the streets, there is no doubt you will have issues 
with the authorities. In this section, we outline everything 
you need to know about them, so your time in Palmont 
City is not all spent getting busted and having your sweet 
rides impounded. We’ll cover all of the Heat levels and 
the police unit types, as well as their tactics and which 
strategies to use against them. Once you have all this 
down, you will have a much easier time retaining your 
freedom and continuing your racing career. 

ZansHBat 

New to Carbon is the concept of Zone Heat, which is 
a measurement of how many cops you’ll see in a race. 
It works in combination with the regular Heat levels 
to determine which cops are coming after you. Zone 
Heat is tied not to your car but to each territory in 
Palmont City — it’s geographic Heat, essentially, and 
it raises if you have a lot of chases in the zone or 
lowers if you haven’t raced in that zone for a while. 


Kings Park 


Morgan Beach 


KEMPTON 


The Projects 


Kempton Holdings 


Eskuri Plaza 


Newport Industrial Park 


SILVERTON 


Diamond Hills 


Starlight Strip 


Neon Mile 


Canmor Downs 


Shady Pine 


Infinity Park 


Silverton Refinery 


[}{}^^ 


n P If ijou're hovinQ frouble geffing oiuog from pursuing police, 
hear] fo flie middle of flie map, fo ftie long sfrefcli of norfti/soufh higlmiag. 
Drive fasf and sfraighf for flie enfrance fo flie fiiglnuag funnel. Df flie Iasi 
second, veer leff or rigfif, up flie off ramp. The pursuing police are friclred 
info going sfraighf info fhe funnel. Nom uiaif ouf Cooldouin mode up afop 
fhe highuiag ahead ujhile fhe pursuing cops speed off fo [and are noui 
sfuch in] fhe norfhbound funnel, uihich confinues for miles. 


Sli— > I E The Career confrols menu in fhe Safe House allouis 
gou fo reduce fhe Heal level on gour cor and odd impound sfrihes fo if 
bg paging uiifh cosh. 


JBtFiBL.. 


Zone Heat Percentages | 

Zone Heat Level 

Odds of Seeing Police I 

1 

6-23% 

2 

24-41% 

3 

42-59% 

4 

60-77% I 


78 - 87 % 


Slu I E Use fhe fable above as fhe heg fo fhe fable beloui. 
For example, uihen in a zone uiifh a Level 4 Zone Heal, gou hove a 
60-77'/. chance of running info fhe cops. 


Zone Heat Levels 


Zone Name 


Min. Zone Heat 


FORTUNA 


Palmont University 


Ocean View 







Oflu ial Memo 

I>ALWOXT CITY I'OLICIi DEPARTMENT 


Internal Memorandum 
File No. PCPD-3603 


Re: Initiating Pursuits 
^ Attention: All Units 


Hsat Lbm/b! Summary 

In the following table we list the most pertinent pur- 
suit info. Some of these items are mentioned 
elsewhere, but to recap it all here: 

Heal Level: The currenl Heal level of i|our car. 


It is our new policy to initiate pursuits against racers 
according to the following conditions; 

Heat Level 0-3; Racers must be committing a speedmg 
SfSon ana cICKtod at oven 60 mpti. AtenjaWly yon 
Will initiate pursuit if a racer collides intentionally or 
unintentionally with a police vehicle. 

Heat Level 4-5; Pursuit is to be initiated automatically 
up^n^ecognlzing the confirmed or suspected racers’ 
vehicle. 


Unlls Deploiied: The numher of cops uiho are acllvelp chasing goo al any given lime 
during a pursull. 

Have CounI: The numher of cops you musi evade or Immobilize before gelling a chance 
loenlerCooldouin mode. 

Neui Hove Trigger: The number of remaining police vehicles In Ihe uiave counler Thai 
Triggers a PCPD call for bachup. 

Backup Timer: The amouni of lime you have before PCPD bachup arrives. 

Cooldouin Timer: The amouni of lime you have lo uiollln Cooldouin al normal speed [nol 
concealed In a hiding place]. 

Tadics Used: The ladles, bolh ground or air, Thai Ihe PCPD uses lo bring your pursull lo 
an end. 


Heat 1 

.gvgI Summary 

Heat 

Level 

Units Deployed 

Wave Count 

New Wave 
Trigger 

Backup Timer 
(seconds) 

Cooldown Timer 
(seconds) 

Tactics Used 

1 

4 Civic Cruisers 

5 

2 

180 

20 

Follow. Rolling Roadblocks 

2 

5 Civic Undercover 

10 

2 

120 

45 

Box, Stationary Roadblocks 

3 

7 State Pursuit (CTOs)/ 
Maybe a few Rhinos 

15 

2 

120 

75 

Box. Flerd. Pit. Rolling Roadblocks. Stationary 
Roadblocks (low chance of Rhino roadblock). Rhino 
Ram (low chance) 

4 

8 State Undercover/Rhinos 

20 

2 

120 

90 

All Ground Tactics. Spike Strips. Rhino Ram. 
Fleavy Roadblock 

5 

6-1 0 Federal C6 Sports/ 
Rhinos 

25 

2 

90 

120 

All tactics, including Rhino ram and heavy road- 
blocks. are common. 


SSIO'TE Heal levels ore copped of cerfoin poinfs in ijour 
career. For example, if you've |usf beofen Henp, you con only raise your 
HeoMevelfoS. 


Unit Typas 

You need to be familiar with a host of police units. We 
know that many of them look similar and elicit similar 
emotions with the lights and sirens on, but soon you’ll 
know the subtle differences, and in the end that works 
to your benefit. 


PCPD Unit DGseri 

ptions 

Unit Name 

Heat 

Level 

Base 

Bounty 

Tactics Used 

Civic Cruisers 

1 

250 

Follow. Rolling Roadblocks 

Civic Undercover 

2 

500 

Box. Stationary Roadblocks 

State Cruisers 

3 

2.500 

Box. Flerd. PIT. Rolling 
Roadblock 

State Undercover 

4 

5.000 

All 

Rhino 

3-r 

10.000 

Ram. Stationary Roadblocks 
(All tactics at higher Fleet 
levels) 

Federal Interceptors 
(Z06s) 

5 

20.000 

All 


T“l ^ II Qreaf may fo increase pursuif earnings is fo lead 
pursuing police vehicles fhrough one of Their ouin roadblochs. This 
usually causes enough chaos fo Trigger some bonus Bounfy. 
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Tactics 

\NetMB managed to get our hands on some confidential documents from the Palmont City Police Department. We’ll 
use these to brief you on all the police tactics you can expect to see throughout many pursuits across Palmont C 
There is everything from passive following used by the Civic Cruiser to the highly aggressive Corvette Interceptor 
tactics. Take this information and use it in your career to the utmost benefit. 


Otfu ial Memo 

PALMONT OTY POLICE IIEPAHTMENT 



■, PileNo.PCPD-3606b ^ 

Re- PCPD Radio Contact Protocols 

to a..™ «,»> co„tt«n 

10-63— Offset 
10-65— Vehicle Box 
10-67— Spike Strip 


10-4— OK, Message Received 
10-6— Responding from a distance 
10-7— Detailed, Out of Service 
10-8 — ^In Service 
10-10— Negative, Standing By 
10-20 — ^My Location Is (Name Location Here) 

10-23 — On Scene 
10-25— Out of Service 
10-29 — ^Run for Wants and Warrants 
10-32— Wanted Suspect 

10-33 — Emergency: Officer Needs Assistance 
10-34 — ^Request Zulu Unit 
10-36— Police Unit Traffic Collision 
1 0-37— Request Wrecker 
10-38— Request Ambulance 
10-39— PIT Maneuver 
10-41— Self PIT 
10-42— Traffic Accident 
1 0-43 — ^Traffic Tie-Up 
10-44— Request Rhino 
10-45— Ram Suspect 
10-50— Hit &? Run 
10-59— Herding 
Supplemental Codes: 

“Positive hit”-means that after running the suspect on 'a 28/S9 the officer has had a positive hit showing information 
on file (the race has a criminal record). 

23/29 — ^nun the suspect for wants and warrants. 

EMS — ^Emergency medical services 
MVA— Motor vehicle accident 

UQIC — ^National Criminal Information Center (FBI) 

PQ — ^Police car/ cruiser 

PDT — ^Portable data transmitter 

Wreckei^Tow truck 


10-70— Notify City Engineering 
10-71— Request Air Support 
10-73— Roadblock 
10-75— Rolling Roadblock 
10-83— Set Up Quadrant 
10-85 — ^Need Additional Unit 
10-87— Vehicle Pursuit 
10-96— Traffic Stop 
Unit Request Handles: 

Rhino— SUV Units 

Zulu— Bport Pursuit Cruiser 

SRU— Street Racing Unit 

Pursuit Stage Codes: 

Code 1— Situation Under control 
Code 2— ASAP No Lights or Sirens 
Code 3— Lights and Sirens 
Code 4 — Suspect Under Arrest 
Code 6— High-Risk Racer 





Prorecred bij copijriyhr. Unauthorized or unlauiful copijing or dooinloading expresslij prohibited. 


Bax 



FI If ijou do Qof "boxed in" and slouied douin, don't panic. 
After the units clamp doiun on your cor, theij'll let up in a feui seconds. 
This presents ijou uiith an opportunity to push through one of the 
openings. And remember; Alujoys push the lighter rear end of their cars 
instead of trying to move the end uiith the engine. 



FaHauM 


. Oflicial .Nlemo 

) PAlMONl cm POLICE DEPAHI MEM 

File 

Fe: Box Technique ^ 

tactics for 

at»ss MS-'Sfs.’iTT'' ■» “ 

execiitpri thaa V™ the box formation is 

pursuit. ’ abruptly slow down to end the 

formation is fuUy executed-^tberwisrthfmrsied 

Sa^^s.:: sx:ra?.a“r “ 


Tip 


'lA.se tKdv ^e^kdesses A^AintS-fc (^aH {or iktm to 

bre^k {orMAtioK. At ah. iK.tersettion akiA jet out tkrow^k oK.e o{ 
tke ^Aps, (Asti AftemAtiuel^, i{^oa preuent tke leA^ boK cAr 
{row. ^ettid^ in. {rout, tke^ cAvCi {ull^ execute tkis {orw.Ation 
A^Ainst ^ou. 











Oftkial Memo 

PALMONT CITY POLICE DEPAllTMEN'l’ 


Uflk iai Memo 

PALMOA I cm POLICE DEPAimiEM 


File No. PCPD-3673 
Re; Follow Technique 

At Heat Level 1 , civic pursuit units are authorized to use 
this basic technique against known or suspected racers. 
From the onset of a pursuit, follow the racer from a 
distance to ascertain his destination. 

Units in pursuit may use their emergency equipment 
(lights and sirens) and notify the car driver via radio to 
pull over and stop the vehicle. 

If the racer does not comply, notify dispatch and addi- 
tional mobile units will he called in to assist the pursuit. 

Because of the more passive nature of this pursuit tech- 
nique, skilled racers are aware of the inherent weaknesses. 
Today’s street-legal cars, which nearly parallel racing 
machines, coupled with drivers that go through private 
racing schools, make our jobs that much more challenging, 
hi light of that, the department is ordering mandatory 
autocross track training for aU mobile umt officers. 



Tip 


fc .-l to H 0.1 « 

j.,t .«-pl to top J)"“ ” 

OlA-fc^mAV-fc, ov Ikw- 


the one-slpLThepTLT^ 
open side of the formation.’ 

directed toward the spto St " 


HBrd 


Tip 


tk Autkovitie-tS Are .settiK^ up a ktvA fovwAtioK., tk^ i^Av(k, 
^ou to ^0 in A i^lirection. (lAk tkAt A.s A kint AiaA Aoi/Ci 

^0 tkAt ^A^ [ G^Akt tke (orw-Ation to tke open .si^e A.s .soon 
As possible, be-(^ore A^ti^litionAl units cAn employ otker tActics 
A^Ainst ^ou. 


I 



ppfliitiigiTMt3s»aoiir 


Prorecred bij copijriyhr. Unauthorized or unlauiful copijing or dooinloading expresslij prohibited. 





V 


OOk jal Memo 

I*ALMOi\T OTY POLIOi lIKPARTMEN r 


File Wo. PCPD-3675 
Re: PIT Technique 


aasie»w H,rL“?i 3 0, 2.2?"“ 

a. J ?1122."„p2Xt 2S2“"' 

E=H=S?=S-. 

sip==ss: 


Tip 

If ^ou keAv A cop OK tke MiA.iA.tr cAiii^ fov a MAKeuuev; 
book it out of tkg-ve ^uick. ]^ook bAck ofteK to keep t^b^ ok 
^keve tke umt^ Art. ^ykAvp tum^ am^ fvoM tke umt kot ok 
^ouv tAii cAK eliMiKAte tke ikrtAi of ^piK^ ak^ of coKtvoi. 


Ottk iai Memo 

FALMONT CITY POLICE OltPAIlTMEN 1’ 

File No. PCPD-3676 1 ATTN: Rhino Units 

Re: Ram Technique ^ 

All Rhino units have been specially customized with high- 
performance safety and driver protection equipment. The 
use of the ram tactic is authorized only as a last resort 
and against racers designated by the department as Heat 
Level 3 or higher. 

Light Rhino units are always to be the first response 
unit unless the racer’s status is upgraded to Heat Level 4. 
In this latter case, Heavy Rhinos will be deployed to assist 
the pursuit. 

High-impact collisions are extremely dangerous and 
only authorized in special circumstances. When a pursuit 
is judged to cause sufficient concern for public safety, 
notify dispatch of your request and this tactic may he 
granted. All ram tactics are to be executed from the front, 
or side/front. Paired high-speed SUV’s are to initiate forc- 
ible contact with the racer’s vehicle to successfully end 
the pursuit, whereupon the driver may be apprehended. 

Note; Committing to this tactic is a one-shot deal in a 
high-speed pursuit. If the tactic fails to make contact with 
the suspect vehicle, there is little chance of recovery and 
continued participation in the pursuit. In this situation, 
update dispatch and additional Rhinos will he deployed. 



Tip 


[Lur rUe k 3 or up, o. Urt. 

AKi -JKe tc 

AA.A^U^e of Ik ^0. U.e to reAk aaA AoA^e 

Ik si At of Ik tkAv^in^ ^1A^s- 






Railing Raadblacks 




Stationary Raadblacks 


Oflk ial Meimi 

PALMONT CITY POLICE DEPARTMENT 


File No. PCPD-3677 

Re: Rolling Roadblocks ^ 

Be advised that all units are required to immediately 
implement rolling roadblocks into their pursuit tactics for 
racers on all heat levels. This tactic is very effective and 
relatively low-risk; consequently, the department wished 
to promote its use over more challenging formations. 

When executing an RR, units should attempt to get at least 
two cars abreast in front of the racer. Four cars abreast is 
ideal, but is entirely dependent on the road width. Once the 
formation is complete, all units are to quickly engage their 
brakes and bring the racer to an abrupt halt. Following units 
should he staggered in place to cover the rear. 

This tactic is known to be very effective across aR jurisdic- 
tions and is also used by the state and federal pursuit units. In 
enclosed roadways, the RR is commonly failsafe. On the open 
freeway, however, racers can sometimes crack the forma- 
tion and elude the units. To avoid presenting these types of 
openings, aR participating RR units should be ready to get into 
place in the formation as soon as the lead car is estabRshed. 

Note: AR units must comply and break formation at pubRc 
intersections according to department safety protocol. 


Tip 


tklTke.. TK6.6 A.6 out - tk 

Li a. botoro it aet. i.to politic, or, i. tomAt,o.. M-t 
uKtil tkd bvoAk At AK ikme^tio^ Aui book it tkou^K o^e 
tke b^ A.iK3 Citrous. AiteruAtiooi^, ^ou oouU ju 

puli A ^poeibroAke. «0 Aui rip oft iA tk opposite i.r«t,oA. 

r(Ase All of tkMt Uciios A^Aiu^t rActrs f«kA ^owrt p 
tk poU« iuriK^ okiAO Aur.uit ftO Aui Aur.uit ^A^i 


OllltiafMemo 

PALMONT CITY POLICE DEPARTMENT 

Pile No. PCPD-3678 ~ 

Re: Stationary Roadblocks ^ 

Roadblock are to be used in concert with pursuit units once 
a racer s destination is anticipated. Ail pursuits must involve 
racers officially designated at Heat Level 2 and Zvl 

untts wilTheTT “e f dispatch and additional 

^ts will be deployed to set up roadblocks at suitable 

choke point locations. The size of the roadblock will be 
determined by the road dimensions. The number of units 

aS%2, increased for setting up SR’s on freeways 

and open roadways where apphcable. ^ 

In the case of interchange locations with multiple 
routes of travel, the SR wiU be situated at the most likely 
^ticipated route of travel. Should sufficient units be 

shTnd^ ° alternate routes, however, units 

should be prepared to break from the SR and involve 

pursuit or move to another 
ation and form another stationaiy roadblock. 

Safety signs must be present at all roadblocks, including 
and stop signs. Units not displaying 
P per signage risk auditing by internal affairs and conse- 
quent penalties in the form of doughnut restrictions. 






So what happens when you get busted? Well, a few 
things: You must pay the fines for all of the infrac- 
tions you’ve committed. Also, depending on how many 
impound strikes you have against your car, it could be 
impounded until you can get it back by using impound 
markers. Alternatively, you can choose to sell it and 
recoup some of your losses. 

A few criteria that must be met before you can be 
busted in a pursuit: 

• You must be involved in a pursuit. 

• Your speed must be reduced to less than 30mpb lony enouyb for the police to 
apprehend you [your Pursuit HUD yoes completely red]. 




iai Menio 

PALMOiV 1 cm POLICE DEPAIlTMEiM 

^®SeT»Erstationaiy^^ 


Tip 

J^ook (ov ikt ^pot in. euevy roAAblock, often iiA-AioAitA 
tke presence of ^A^kov^e^ ov A ^top If ^ou Mu^t 

tv^ to b^pA^^ A roAAbiock, tkAt’^ ^keve to Ao it. 'Jkink of it 
A buU’^-e^e. 

If ^ou rtA[[^ (^avA to mAkt Aia. iMpAct, kit ^ouv v^pee^bveAkev 
tke in^tAnt before wAki^ contact i^itk tke roAAblock uekitle^. 'Tkt 
aAAcA i^ often enou^k to ^en^t tkew. fi^in^, for ^ow.e ve-niii^ 
^itk ArAwA[ Ok^eAk, vew.ew.bev to kit tke ii^ktev ciaA of tke 
uekide^. J^t\jt'C kit tke engine en^ ov^ouil ^top AiaA. 

If ^ou ^ont ^Ant to tv^ to ^et tkvon^k tke block, ^^ttA- 
bve^kev ^-ti^vn^ z^ovk ^eU. 

At ki^kev -f-(eAt jeuel^, ^ken tke 5-0 ^tAvt n^in^ ^pike 
^tvip^, look fov tkew. At tke obuion^ openin^^ in tke voA^ 
blotk — it’^ better to ^o tkvou^k cAr^ tkA^ tAke tke “eA^^” 

^A^ tkvou^k aiaA potentiAlli^ lo^e^ouv tive^. 

^eve i^ Ai^^oiktr uev^ion, cAlkA A ^^nAw.it roAAblock, ^kick 
AppeAv^ mAAtiA.1^ in tke voA^ AktAA. '^{^o ov w.ove polite uekitles 
^ill AppvoAtk p^uitkli^ fvow. tke ^i^e^ A\aA ^ki^t into pUte, tveAtin^ A 
^tAtionAv^ voA^blotk im.mtAiAid^ in front of ^ou. 

^ypee^b-veAkev i^ A ^veAt tool to ^o^^e top^ ^eekin^ to n^e 
tki'S tAttit. 



BUBiTmit 


IMCS'TE If you drive over o spihe bell, if is highly lihely fhof 
you mill be busied. If is possible, fbougb unlihely, fo escape affer losing 
a fire fo a spihe bell. One fire is a manageable loss if if's nof one of your 
driving uibeels. You may sfill be able fo drive, buf evading fbe pursuing 
police is anofbersfory alfogefher. 


Infractions 

If a cop has a line 
of sight on your 
car in a pursuit 
and witnesses any 
of the following 
infractions, they 
are counted 
toward your final 
total even if you 
evade the pursuit. 

If you evade, 
they remain as 
unserved infractions against your car; if you’re busted, 
they are served infractions, because you must then 
either pay them off with a bonus marker or pay in cash. 












Here’s the breakdown of the infractions you can 
incur during a pursuit: 

Damage To Properlg: Damage is incurred uiiienever gou drive iiirough or over pubiic 
properig, iihe signs, highuiag barreis. ioii booths, biosbs. and so forth. 

Driving Off Roadinag: Damage is incurred loben gour ride ieaves the pavement or other 
areas that are considered ofpciaiig designated for driving on. 


Recbiess Driving: Rn infraction is incurred uihen gou are cioched traveiing faster tl 
ROD mph. 

Resisting Arrest: An infraction is incurred uihen gou evade the poiice during a pursui, 
entering Cooidouin mode]. 

Speeding: An infraction is incurred uihen gou are cioched traveiing faster than ISO 



Excessive Speeding: it is an infraction if gou are cioching traveiing faster than 180 mph. 

Hit 8 Run: Damage is incurred uihen gou are uiitnessed coiiiding uiith a civiiian vehicie. 

Ramming a Poiice Vehicie: Damage is incurred uihen gou coiiide uiith a poiice vehicie. 
intentionaiigornot. 


INIO'TE The Trading Paint milestone that occurs uihen 
colliding uiith police vehicles onig adds once to the total for a specific 
car. If gou collide uiith the some vehicle over and over, gour Trading 
Point total does not rise. 











Oavsr andLspus 


Series #: 2 Laps: N/H 

Lenylh [m]: 3.7 Record: 1:55 


Series#:] Laps:N/fl 

LeoQiii [in]: 3.4 Record: 2:09 


1. Pursuit BreaRer. The mail 
ofihebuildinoonihe 
left side Hies ouMnio 
traffic. 


2. HarninQ:Rairpin turn. Hit 
the brakes hard before 
enterinp. 


3. Rote: Niddle lone tunnel. If 
p're notin the lead, use 
the tunnel to ovoid debris ahead if the pursuit breoher is tripyered. 


4. Pursuit Breoher. Take out the buildinp supports of the tire shop on the left side of 
the track to roll the plant tire outinto traffic. 


S. Pursuit Breoher. Drivinp throuph the control buildinp for the crone topples pipes 
domn and blocks the entire rood. 


Patarsburg Dam 


1. Note: If you miss the 
shortcut on the left, stall 
in the ripht lane to avoid 
the pursuit breaker ahead 
[especiollij if the lead 
racer trippers it). 

2. Pursuit Breaker. H crane 
control buildinp is located 
at the end of the shortcut 
on the left side: tahiny it out causes pipes to fall onto the ripht side of the track. 


3. Pursuit Breoher. Drive throuph the supports of the mater tomer on the ripht side of 
the track to fell it onto the middle of the track. 


4. Pursuit Breaker. Destroy the supports of the condemned buildinp on the ripht side of 
the track to tumble it out into trofpc. 


5. Pursuit Breaker. Uhen the sipn for the ice cream stand on the left side of the track 
falls, it blocks the best racinp line into the shortcut immediately after this buildinp. 





fllissian BtrsBt 


lUatBrFrant Raad 



Series#: 3 Laps:N/n 

Lenoih [m]: 3.S Record: 1:S8 


Series#: 4 Laps:N/fl 

LenQlii [m]: 8.7 Record: 1:3S 



1. PursuiiBreoher.indusirioi 
scoffoidinoisoniiie 
riQiiisideofiheirocR: 
iiie pipes above iheirach 
Hie dotun into the 
center of traffic. 


8. Pursuit Rreaher.Triygeriny 
the tire shop on the right 
side of the tracR causes a 
giant tire to fait off the roof and roii right into trafpc. 


1. Note: Rqueduct entrance. 
Light barriers are used to 
obscure the entrance, but 
are easiigbrohen upon 
entry. 



8. Naming: Aqueduct 
piiiars. These piiiars 
are interspersed 
perpendicuiartothe 
trach: maintain caution going through this area at high speeds. 


3. Pursuit Breaher. Triggering the doughnut shach on the ieft side of the trach causes 
a giant doughnut to fait off the roof and roii out into traffic. 

4. Naming: This corner combination is severe and oniq siightiq iess than T8B degrees. 


3. Note: Shortcut. Avoid the aqueduct piiiars bq tahing this shortcut. 

4. Pursuit Breaher. There's a crane controi buiiding on the right side of the trach. The 
crane's pipes are suspended precariousiq above traffic unfit they are triggered to fait. 


S. Pursuit Breaher. Nhen the sign for the ice cream stand on the ieft side of the trach S. Pursuit Breaher. R crane controi buiiding is on the other side of the barrier on the 
faiis. it biochs the best racing tine into the shortcut immediateiq after this buiiding. right side of the trach. The crane's pipes are suspended precariousiq above trafpc 

unfit they are triggered to fait. 


INIOTE Nofch for the cor deolership ond roce icons inhen 
you ore driving flirougli the morid in Free Room. These icons give you 
occess to the cor deoierships ond roces. Nhen you ore neor on icon, the 
engoge system octivotes. Vou con see it in the top ieft of your screen. 



Protected bq copyright. Unauthorized or uniauifui copying or douinioading expressiq prohibited. 






iBSi 


SUvBrtan lUay 


Series #:S 
Length [m]: 4.6 


Lops: N/n 
Record: R:51 


Series #: 6 Lops: N/fl 

Length [id]: 4.S Record: S:4E 


1. Note: Extended shouider 
zone. Use the shouider 
heretoquichig ovoid 
oncoming troffic. 

I Horning: Hoirpin turn 
combinotion.Orohehord 
before entering eocb of 
these severe turns. 



I Note: Extended shouider 
zone. Use the shouider to ovoid troffic. 


4. Horning: Uecreosing rodius turn. This is o dongerous corner but qou con use the 
shouider of the rood to heip stroighten out qour rocing tine. 

5. Note: Shouider zones. Hotch for ond use oii unpoved shouider oreos to sofeiq 
evode troffic. 


'iri ^ If your car gets chased bi| cops too much, looter the Heat 
of your cor. Vou con do this hy modifying the visual appearance of the 
car or by using a Loiuer Heat cord that you can min from boss races. 


l Pursuit Rreober. The Uutiet Noii sign on the ieft side of the troch crumbies to cut off 
the inside opex of this turn [the best tine). 

4. Pursuit Rreober. Scoffoiding on tbe ieft side of tbe trocb drops pipes stroight doom 
to cut off the inside of the corner. 

5. Horning: Uecreosing rodius turn. This turn is very choiienging ot high speed: brohe 
beoviiq before entering. 


]. Horning: Hoirpin turn. This 
turn isneoriqlRU degrees 
to test qour technicoi 
brohingshiiis. 

i. Pursuit Rreober. The Texos 



Casino sign on the right 
side of the trocb iands in 
the middie oftherooduioq 
after qou drive through 
its scoffoiding supports [if the breober is oireodq doomed, it biocbs the foiioming 
shortcut). 








prar* 


hmoduchoi^^asic^Mide^MJDO^^ 


HDoendices 


DBadFall Junctian 


I Uarniny: Three NghI 
hairpin Turns in 
successinn. Save seme 
SpeerlhreaherforgeTTing 
ThrnuohThisTreachernus 
section of Turns. 


I Note: ExTenrlerl shouirler zone. Use The sTreTch of extra marl uiirlTh To safeitj evarle 
oncoming Trafpc. 


Series #: 7 


Lops: N/n 


4. Horning: ExTremeig riongerous riecreosing rorlius Turn. Siooi To a crooii before 
entering. 


Length [m]:4.S 


Recorrl: 2:S0 


S. Note: ExTenrlerl shouirler zone. Use The stretch of extra rood uiidth To safeig evade 
oncoming Traffic. 


Starlight Straat 



Series #: El 


Lops: N/n 


Length [m]:4.2 


Record: 2:42 


1. Pursuit Rreaher. 

Scaffoidingontheieft 
side of The Troch drops 
pipes straight doom into 
The nearbg roaduiag. 

2. Horning: Hairpin corner. 

Sioui doom before 
entering This Turn. 

3. Pursuit Rreaher. R neon 
motet sign on The ieft side of The Troch sends a poie across The Trafpc Tone, and The 
sign parTcouidiandanguihere. 

4. Pursuit Rreaher. R Tire shop on The ieft side of The Troch drops a giant Tire, uihich 
foiis into Trafpc. 

5. Note: The best racing tine stags To The inside of This corner and straight Through The 
cement piiiors: exit The corner To The inside ieft. 





TEaglBDrivB 


1. Pursuit Breoher. Drive 
through iiiescaffoid 
supports of the Texas 
Casino neoosigo on the 
right side of the trach to 
send the sign crashing 
douin into the middieof 
the road. 



i. Horning: Right-angie turn. 

Use caution on this tight corner. 


I Pursuit Breaher. R doughnut shach on the right side of the trach sends a giant 
doughnut rotting out into traffic. 

4. Pursuit Breaher. The Outiet Noii sign on the ieft side of the trach sign crumbies and 
cuts off the inside of the corner. 



5. Pursuit Breaher. Scaffoiding on the ieft side of the trach drops pipes straight douin g 

to the inside of the corner. 

Length [m]: 3.5 Becord: 2:BE 



SpadB StPBBt 


Lops: N/R 
Record: 1:52 


1. Pursuit Breaher. R neon 
sign is on the right side of 
the trach. its metai poie 
ionds across trofpc. and 
the sign part mag iand 
anguihere. 

2. Horning: Right-ongie turn. 

Use caution and trg to cut 
this corner to the right 
aiong the sideuioih. 

3. Harning: Right-angie turn. This severe ieft turn is aimost a short hairpin. 

4. Pursuit Breaher. Scaffoiding on the right side of the trach drops pipes straight doom 
to the inside of the corner. 

5. Pursuit Breaher. The Butiet Naii sign on the right side of the trach tumbies doom to 
cut off the inside of the corner. 



Series#: 10 
Length [m]: 3.3 






Verona Tunnel 



r 


Use caution around this extreme turn. 

3. Warninfl: Rifltit-anole turn. It's vert] danperous at tiipti speeds. 

4. Pursuit Breatrer. fl buiiding baiconp on the ieft side of the trach. uihen hroben. faiis 

randomit] onto the roaduraii. Series#: 11 Laps:N/fl 

5. Note: Decreasing radius turn. Bvoid this severe corner oitogether bg tahing the Length [m]: 3.3 Record: R:03 

preceding shortcut. 

UarkRaad 


outside of the corner. 



5. Note: Rrhitrartj shortcut. Using this iine depends on hour gou approach it. Rttempting Series # : 12 

to enter the shortcut mag be difficult if gou're on the uirong iine. and mag even 
defeat the purpose, if gou stag uiith the main road gou might save gourseif a ^ 

headache. 


Laps:N/R 
Record: 2:22 




^^n^stini Hvehue 



\. Pursuit Breaher. The 
restaurant sign on the 
right side of the trach 
dumps a giant huchet of 
chichen that rods out into 
traffic. 

i. Naming: Right-angie 
turn. Use extreme caution 
because gou can't cut the 
corner. 



Series#: 13 Lops:N/fl 

Length [m]: 4.4 Record: B:39 


I Pursuit Breaker. The overhang of a bus stop on the ieft side of the trach coiiapses 
onto the roaduiag. 

4. Pursuit Breaker. Bn abstract scuipture on the ieft side of the track faiis across the 
uihoie roaduiag. 

5. Note: Fastest route. The rood spiits here, so stag ieft for a better tine into the 
oncoming corner, but prepare for a siightig norrouier passage. 


itErth BeHezze 

T. Naming: Right-angie 
turn.UseSpeedbreaherto 
improve controi around 
this corner: the preceding 
stretch is high speed and 
gou'iibe corrgingaiotof 
momentum into this turn. 



i. Pursuit Breaker. Rbuiiding 
baicong on the ieft side of 
the track faiis on the outside of the corner. 



Series#: 14 Laps:N/fl 

Length [m]: 3.7 Record: 2:T7 


3. Pursuit Breaker. The bus stop on the right side of the track coiiapses into the 
roaduiag. 

4. Pursuit Breaker. The abstract scuipture on the right side of the trach faiis across 
aimostthe entire road. 

5. Pursuit Breaker. The bus stop on the ieft side of the track coiiapses into the 
roaduiag. 


INIU I E For B breoh from Career mode, gou con try to beat 
tbe Bronze, Silver, and Gold challenges in the Challenge Series. Each Gold 
challenge unlochs a cool customization item to use in Career or Ny Cars. 



^ KEY Pursuit BreakBr Warning Nate Shortcut ^ 

Protected b 

g copgright. Unauthorized or uniauifui copging or douinioading expressig prohibited. 





Lafty Hsights DauinhiH 


Lincoln Boninvard 



LenQih [m]: 3.3 


Record: 2:13 



1. Uorniny:Riyhr-anylerum. 
This requires iechnicol 
brahinyorompieuse 
ofSpeedbreaherio 
naviyoiemeii. 


2. Noie: Exiended shouider 
zone. The exiended 
shouider on The iefi side 
ofiheirachcanbeused 
io evade Traffic and sei up a fasi Tine info The nexi arciny corner. 


3. Harniny: Decreasiny radius Turn. Use The exiended shouider zone in The firsi haif of 
The corner io ease your iransiiion io The exii chuie. 



Series #:TE 


Laps:N/fl 


Lenyih [m]: 3 


Record: i:54 


T. Noie: Riyhi-anyie Turn. 
Cui This corner by driviny 
ihrouyhihe bussiop and 
sei up uieii for The nexi 
corner. 


2. PursuiiOreaher.fl 
resiauranisiynonihe 
riyhisideofiheirach 
dumpsayianibucheiof 
chichen inio The besi raciny Tine. Gei There firsii 


4. Uarniny: Rairpin Turn. This Turn requires api use of The Speedbreaher io 
naviyaie uieii. 


3. Pursuii Oreaher. Scaffoidiny on The iefi side of The irach causes pipes io iumbie and 
rod oui inio The road. 


S. Uarniny: increasiny radius Turn. Sioui in, fasi oui — use Speedbreaher from fhe Pufsuii Oreaher. The informafion cenfer on ihe iefi side of fhe irach fumhies info 
eniry io ihe apex and Then deaciivaie if and hii ihe NOS io pouier oui of ihe Turn. lildchs ihe besi raciny Tine. 


S. Pursuii Oreaher. The yas siaiion on ihe riyhi side of ihe irach has expiodiny yas 
pumps and a iarye roof Thai coiiapses io disrupi ihe besi raciny Tine. 





tfr r ^ nhinataiun Tram 



I. PursuirBreaher.nsemi- 
yierisonrheleflside 
of The Irocli: hiffhebacli 
or the side of the frailer Fo 
dompifspoiiload all over 
fire road. 

i. PorsolFBreaher.nflre 
shop on Fhe left side of 
fhefrach rolls a Qlanf fire 
ooMnfo Frafpc. 



Series#: 17 
Lenyfh [m]: S 


Laps: N/B 
Record: 3:08 


3. Porsolf Breaher. B condemned bonding Is on fhe left side of fhe fracb: fahe oof fbe 
sopporfs fo crumble Fbe mall across Fhe rood. 

4. PursulF Breaher. B resFouranF sign on Fbe right side of Fhe Frach dumps a glonF 
bucheFofcbIchen ouFInFoFraffic. 


S. PursulF Breaher. The gas sFaFlon on Fhe left side of Fhe Frach has exploding gas 
pumps and a large roof FhaF collapses Fo bloch port of Fhe racing line. 


Eald VaHayRun 



Series#: 18 Laps:N/R 

Length [m]: 3.4 Record: 8:08 


rsiCZITE file Polmonf City PD mill be after you. The more 
trouble you cause, the more your car's Heat mill iocrease, and the more 
advanced the tactics and vehicles that mill be used against you. 


1. Note: False chicane. This 
chicane Is verij subtle: 
heepijour line straight 
through this section Fo 
maintain highest possible 
speed. 

I Naming: Oecreasing 
radius turn. Use 
Speedbreaher or technical 
brahing. 



3. Naming: Bight-angle turn. This Is a Fextbooh 30-degree turn, but IF still marrants 
caution. Stall off Fhe outside barrier. 


4. Naming: Bnother hairpin turn. This turn adds more technical brahing requirements 
to the overall Frach requirements. 


S. Note: Straights. Use this straight decline domn the hill to mahe up for lost time or 
midenqourlead. 





DevU’s CrEBk Pass 

I. Note: Excessive speed 
on this corner molies W 
difpcoliio get around 
uiiFhouiSpeedbreoher: 
laying off the Mile here 
helps ioo. 

1 Horning: Hairpin lorn. 

This lorn requires 
Speedbreaherionegoilaie 
effecilvely. oiheruilse hard hrahing is required. 

I Hole: Chicane. Try io slay on as siraighi a line os possible uihile Traveling Through 
ThIssecTlon. 



Series#: 19 Lops:N/H 

Length [m]: S.5 Record: 1:48 



4. Horning: Decreasing radius Turn. This Turn is very dangerous aT high speeds: use 
Speedbreaher or heavy hrahing. 

5. Horning: Hairpin Turn. This Turn requires Speedbreaher or hard hrahing. 


Ulasan Straat 


1. Hole: ShorTcuT.Hvold This 
rouTe. as IT decreases 
yourablllTyTomalnTaln 
high speed uihlle 
approaching The follouilng 
corner. 



8. Horning: Hairpin Turn. This 
Isn't quITe 180 degrees, 
but you can use The same 
racing lines as for TexTbooh 180's. 


I Pursuit 8reaher. The T. rex sculpture on The left side of The Trach Tumbles To pieces 
across amide section of This corner. 



4. Hole: Right-angle Turn. Cut This corner To The Inside apex mhlle driving Through The 
bus stop. 


Length [m]:4.4 


Record: 8:43 


S. Pursuit Hreaher. The Information center on The right side of The Trach Tumbles and 
eliminates The most efficient racing line. 




Series#: 21 Lops:N/n 

Length [m]: 2.6 Record: 1:31 


Series #: 22 
Length [m]: 7.3 


Lops: N/fl 
Record: 4:03 


1. Note: Extended shouider 
zone. Use the luiderzone 
toheip mith the optimoi 
tine oroundthe corner. 

2. Horning: Decreosing 
rodiusturn. Use 
Speedbreoheroroundthis 
corner to sofeig copitoiize 
on opponents' mistobes. 

3. Horning: Doubie opex turn. The stroight section betiueen opexes mog throin gou off. 
but if tohen mide to the outside, it shouidn't pose too much of o probiem. 

4. Note: Stroigbts. Use this deciine in eievotion to heip mobe up for mistobes ond goin 
precious seconds. 

5. Note: Chicone. Hotch for this shoiiom turn to heip onticipote the upcoming 
increosing-rodius corner. 


1. Pursuit Rreober. The bus 
stop on the ieft side of 
the trocb drops onto the 
outside of the corner. 

2. Pursuit Rreober. The 
obstroctscuiptureon 
the ieft side of the trocb 
fobs into pieces ocross 
the rood. 

3. Pursuit Rreober. There's o bus stop on the ieft side of the trocb: tube out its 
supports ond it foiis onto the trocb. 

4. Pursuit Rreober. R iorge expiosion ot the gos stotion on the ieft side drops chunbs of 
buiiding. bioching troffic. 

6. Horning: Rigbt-ongie turn. This turn is octuoiig guite severe ot high speed: stog on 
the inside ond cut the corner. 




INIC3'1~E Vou con customize, shope, ond modify uiiieels, 
hoods, spoilers, ond more in the flutosculpt oreo. 







Francis Tunnai 


Etarnitg Pass 



Series#: S3 

Lenyih [m]: 5.G 

1. Pursuit Breaher.n 
rluuylinuisliuciiisonihe 
ieftsirleoftiietracicioiie 
out the buiitliny supports 
toroiitheyoryontuan 
rlouytinutintotrafpc. 

S. Pursuit BreatrerJu ice 
cream stanrl siynison 
tiieieftsirle oftiietrach: 
tlrive throuyti the siyn supports to breati the siyn into tmo pieces anti scatter them 
ontheroarl. 

3. Pursuit Breatrer. Brive throuyh the crane's controi buiitliny in the mititlie of the spiit 
tractr to senti the nearbtj suspentletl pipes crashiny tiouin on the ieft sitle of the 
roartuiatj. 

4. Pursuit Breaher. Bnother crane controi buiitliny on the ieft sitle of the trach scatters 
pipes in the mititlie of the roatl. 


Laps:N/B 
HecortI: 3:15 




Series #: S4 Laps: N/B 

Lenyth [m]: 3.1 BecortI: S:01 


1. Harniny: Consecutive 
hairpin turns. Save 
Speetibreaher for this 
section to avoir] costltj 
mistahes. 

S. Note: Straiyhts. Hit the 
NOS anti rip out of the 
precetliny corner to make 
up lost time. 

3. Uarniny: Biyht-anyle turn. Use Speerthreaher or brake hart! before enteriny 
this turn. 

4. Note: Straiyhts. Punch the NBS anti crack that uihip throuyh the next series of 
shalloui turns anti straiyhts. 

5. Harniny: Chicane. To make the entrance into the chicane easier, star] to the riyht 
sitle of the britlye uihen crossiny. 



5. Pursuit Breaher. Scaffoltliny supports larye pipes on the left sitle of the track: once 
triyyererl. theri scatter into the mititlie of the roatluioti. 


NOTE Vou con jump into m locotion morhed on ijour 
uiorld mop. This uioy you con visit cor deoterships ond Sofe Houses you 
hove luon from other creuis — ond, of course, occess ony iroch you 
uioni to roce. Vou con even do this in middte of Free Room os tony os the 
cops ore noichosiny you. 






JaurnEi/man’s Beeb 



Series #:2S Laps:N/n 

Lenyili [m]: U Record: R:0G 


KeiFe’s EdgB 

\. Note: Extended shoulder 
zone. Use ih shoulder and 
slot] llQht to the Inside of 
the turn. 

I Note: Another uilder 
shoulder zone. Use this 
area on the Inside to 
flatten out the raciny line 
around the corner. 

I Uarniny: double apex turn. Use the shoulder zones to help folloui a textbooh 
outside-to-outside raciny line. 

4. Harniny: double apex turn. This turn exhibits a silyht lean touiard belny a decreasiny 
radius turn. If tjou folloui traditional lines at hiyh speeds, be careful uihen passiny 
the second part of the corner — the anyle turns more sharplij than the first half 

5. Note: Chicane. Star] In the rlyht lane on the bridye to optimize the raciny line throuyh 
this section. 


I. Note: Rlyht-anyle 
turn. This turn can be 
devastatiny uilth too 
much speed — feather 
the brakes or use 
Speedbreaheryenerouslij. 

I Harniny: decreasiny 
radius turn.de cautious 
on the approach to this 
danyerous turn. 

I Uarniny: Increasiny radius turn. Stick mith technical raciny lines to star] off the 
mods on this turn. 

4. Note: Bly air. Punch the NOS comlny out of the precediny turn's exit chute and ramp 
off the rapid decline In the track. 

5. Note: Stralyhts. Save some NOS for this stretch and punch It all the mat] home. 





Series #: RE 
Lenyth [m]: 2.4 


Laps: N/fl 
Record: 2:40 
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HDoendices 


ntssa Bridga 


1 Hole: Extended shoulder 
zone. Use ilfor its extra 
luidthand mahethe 
racino line more forpivinQ. 


I Note: The fastest racino line Qoes across the cobbles on this subtle turn to 
straiohten out lust before the upcominy shortcut. 


Series #: n Laps: M 

Length [m]: S.4 Record: 1:30 


4. Note: Stall uiide on the outside of the trach to alloui easier entrij into the follouiiny 
shortcut. 

5. Note: After exiting the shortcut, drive straight for the gas station to straighten 
quichig. and punch the NOS for the home stretch. 



BlackuiaH Bridga 


1. Pursuit Oreaher. Drive 
through the archuiaq 
supports to collapse it 
onto the asphalt and bloch 
trafpcinboth lanes. 


I Pursuit Dreaher. 
Scaffolding and large 
pipes on the right side 
ofthe trach roll out into 
trafpc. 


I Naming: Right-angle turn. Alt the brahes early to execute a proper line in this 
potentially dangerous corner. 

4. Pursuit Dreaher. R semi-trailer on the right side of the trach dumps its load out 
onto the roaduiay if it's bumped during the race. Just glance off it at high speed to 
trigger the event. 

5. Pursuit Dreaher. Tahe out the supports holding up the mall of the condemned 
building to mahe it collapse across the rood. 


Series#: SR Lops:N/R 

Length [m]: 4.5 Record: S:33 


T"| P Avoid spihe strips at all costs! If you hit one, you lose your 
tires, and then escaping the cops is almost impossible. 








Xaahaut Paint 


1. Note: Exiended shoulder 
zone. Use Ihe oiidlhof 
exiended shoulder zones 
lo help soflen Ihe line 
IhrouQhIheselpsof 
lurns. 


I Hole: Exiended shoulder 
zone. Unolher exiended 
shoulder zone helps mahe 
Ihls corner more forpIvInQ. 


I Harnlnp: Use Speedbreaher or lechnical brahlnp lo pel around Ihls severe lurn In 
one piece uihlleslaijlnyofflhe oulsiderall. 

4. HarnInQ: Hairpin lurn. Use Speedbreaher apaln here lo lahe Ihe edpe off Ihls 
exireme corner. 


Series #: 23 
Lenplh [m]: 2.6 


Laps: N/H 
Record: 2:41 


5. Hole: SIralghls. Punch Ihe NUS upon exiling Ihe previous lurn's chule and blasi off 
lo Ihe finish line. 
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5 t By ns RquBdunt 


I. Pursuit Breaher. The 
duughnuTshach unthe 
right side uf The Trach 
Hies a giant duughnut 
uut into traffic. 


I Pursuit Breaher. The tire 
shop on the ieft side of 
the ieft ianeroiis a giant 
tire across the racing iine. 


3. Pursuit Breaher. There is industriai scaffoiding on the ieft side of the trach: the 

pipes above faii to the center of the trach. uihiie the right side ahead of the Pursuit series # : 1 Laps: 3 

Breaher is obstructed for a distance bg a series of coiiapsing materiai from above. ^ ^ ^ 

4. Pursuit Breaher. fl crane controi buiiding on the right side of the trach sends pipes 
crashing domn to street ievei just behind the buiiding in the center of the road. 


5. Pursuit Breaher. Bn ice cream stand on the right side of the trach tumbies douin to 
disrupt the best racing iine from the preceding shortcut. 


BBanhFrant 




B. Pursuit Breaher. The 
doughnut shach on the 
right side of the trach tumbies a giant doughnut into traffic. 


I Uarning: Bight-angie turn. Save some Speedbreaher for this corner. 


1. Note: Bight-angle turn. The 
initiai corner combination 
ieadsintoahard right- 
angie turn. Be cautious 
off the start and even 
more so once you're up to 
speed on successive iaps. 


Series #: I Laps: 2 

Length [m]: 5 Becord:S:SB 


4. Harning: Hairpin turn, it's not a fuii IBB-degree turn, but it stiii requires much 
caution and iiberai use of Speedbreaher to get around safety. 

5. Pursuit Breaher. The ice cream stand sign on the right side of the trach tumbies 
douin and disrupts the most efficient exit iine from the preceding shortcut. 


KEY Q Pursuit Breaker □ Warning □ Nate Shortcut 9| 




( 


prfliitiigiTMt3s»aoiir 


Protected by copyright. Unauthorized or uniauifui copying or douinioading expressiy prohibited. 



Series#: 4 Laps: 2 

LenQih[ni]:6.8 Record: 3:44 

1. Pursuit Brealier.Hiiialer 
[ouieroniiieriQhiside 
ofiheirachfuiisinioihe 
middieofiheracinyiine. 

I Harniny:RiQliNnoleiurn. 

Use caution here. 

I Pursuit Breaker. The tire 
shop on the ieft side of 
the track rods a yiant tire 
into the street. 

4. Harniny: Hairpin turn, it's not quite IBO deyrees. but this turn stiil demands a 
cautious approach and either iouiered speed or fuii use of Speedbreaher. 

5. Pursuit Breaker. Some industriai scaffoidiny on the ieft side of the track drops pipes 
to the center of the track uihile obstacies continue to fail in the riyht track lane, 
ahead of this Pursuit Breaker. 


Series #:S Laps: 2 

Lenyth[m]:7 Becord:3:SB 

1. Pursuit Breaker. The 
douyhnut shack on the 
left side of the track rolls 
a yiant douyhnut into the 
raciny line. 

2. Pursuit Breaker. There 
is a condemned buildiny 
on the left side of the 
track. Crash throuyh the 
supports to tumble the mall onto the roadmaq and into the raciny line. 

3. Uarniny: Riyht-anyle turn. Use Speedbreaher if necessary to follom a textbook 
outside-to-outside raciny line. 

4. Pursuit Breaker. B mater turner on the left side of the track falls into the middle of 
the track. 

5. Pursuit Breaker. H tire shop on the riyht side of the track rolls a yiant tire into 
the street. 




rsiOTE Speedbreaher olloiiis you to momenfarilij sloiii time 
and pull off some cool moves in tight spots. Use Speedbreaher to ram cop 
vehicles or maintain control of the car in treacherous situations. 
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Braaks StrBBt 


I. HarninQ: RiohF-anole Turn. 
PracNce iiourUoli 
raciny lines on this 


I PursuiFBreaher.The 
doughnulshach onihe 
righlsideoflhelracli 
rollsogianldouyhnuloul 
inlo traffic. 


3. Pursuit Breaher. The neon motel sign on the left side of the trach falls Into the best 
racing line through the adjacent turn. 


4. Pursuit Breaher. The tire shop on the left side of the trach rolls a giant tire Into the 

frach, but the area can he avoided by tahlng a shortcut. ^ 

5. Pursuit Breaher. Fenced scaffolding on the right side of the trach explodes and falls ["'I- 
Into the roaduiaij. 


Laps: B 
Record: 4:13 


Barth Braadmay 



1. Note: Bverpass pillars. 
Stag to the left of the 
first pillar and maintain a 
straight line, driving just 
post the right side of the 
third pillar. This helps you 
heep a straight and safe 
route through the trach 
section. 


B. Pursuit Breaher. Fenced scaffolding on the left side of the trach explodes and 
scaffolding supports fall Into the roaduioy. 


3. Pursuit Breaher. R giant tire rolls off the roof of the tire shop on the right side of the 
trach and Into the roaduiay. 


4. Horning: Increasing radius turn. Stich to the main route and continue south rather 
than tahlng the shorter cutoff stretch. This gives you a faster through-time than Length [m]: 4.4 
you'll get If you have to recover from the harsh turn on the shortcut's exit chute. 


Lops:B 
Record: B:37 


5. Pursuit Breaher. The neon motel sign on the right side of the trach falls onto the 
trach and blochs the best racing line. 






Series#: 8 Laps: 8 

LenQih [id]: 6.6 Recoril:3:45 


1. Naming: Hairpin turn. 
ii'snoicompieieiglBO 
tiegrees. but iisiiii requires 
caution, because [here's 
no insirle cutoff area. 

1 Naming: Decreasing 
rarlius corner, if qou miss 
the precerling shortcut, 
be preparer! to cut off the 
insirle of this corner using Speerlbreaher aii the uiaq through. 

I Pursuit Breatrer. Scaffoirling on the right sirle of the tractr breatrs apart anri rlrops 
pipes into the race tine. 

4. Pursuit Breatrer. Bn Dutiet Naii sign on the right sirle of the trach faiis anrI rlisrupts 
the most efpcient race tine. 



5. Naming: Bight-angie turn. Vou can cut this corner across the sitleuioih to mahe the 
tine siightiq more forgiving. 


ParadisB Hat a! 



Series#: 3 Laps:S 

Length [m]: 6.4 Recorrl:3:S4 


1. Pursuit Breaher.Hn 
archuiaq across the trach 
breahs apart uihen its 
support is rlestroqerl. anri 
faiis into each trafpciane. 

I Naming: increasing rarlius 
corner. Use extreme 
caution anri a bit of 
Speerlbreaher to negotiate 
this turn. 

I Pursuit Breaher. Scaffoirling on the right sirle of the trach breahs apart anti rlrops 
pipes into the race line. 

4. Pursuit Breaher. Bn Dutiet Nall sign on the right sirle of the trach falls anti rlisrupts 
the most efficient race line. 

5. Pursuit Breaher. The Nontezuma sign on the right sirle of the trach tumbles across 
the best racing line. 




Protecterl bq copqright. Unauthorizerl or unlauiful copqing or tiouinloatling expresslq pmhibiterl. 
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UnivBPsity lUay 


1. HorninQ: RiQhr-onQle Turn. 
Use an easij ourside-ro- 
ouFside line FoTahe The 
edpe nff. 


i. Pursuit Breaher.nn 
absiraci sculpture on 
therlQhtsideofthe 
traclr falls almnst all the 
mail across the road. Be 
cautious here. In cose this has been trlppered. 


3. Uarniny: Increasing radius turn. Speedhreoher helps Improve handling to 
successfullg negotiate this turn and heep gou off the sides. 


4. Pursuit Breaher. The bus stop on the right side of the trach falls Into the race line 
mhen triggered. 


5. Uarning: Bairpin turn. This Is an extremelij severe corner that demands shillful use 
ofSpeedhreaher. 


Series#: 10 
Length [m]:4.6 


Laps:B 
Record: B:56 


Library Sqaare 



Series#:]] Laps: 3 

Length [m]:]4.E Record: 8:08 


]. Pursuit Oreaher. Bn ice 
cream stand on the right 
side of the trach drops a 
giant ice cream cone onto 
the most efficient line. 

I Pursuit Breaher. R 
restaurant sign on the left 
side of the trach drops a 
giant buchet of chichen. 
mhich rolls onto tbe road and blochs traffic. 

3. Pursuit Breaher. Tbe building balcong on the left side of the trach falls onto the 
roadmag. landing randomlg. 

4. Pursuit Breaher. R hus stop on the left side of the trach falls Into the race line. 

5. Pursuit Breaher. R hus stop on the left side of the trach falls into the race line. 








1. Harniny: Right-angle 
turn. Handle this uiith 
atextboohoutslde-to- 
outslde race line. 

I Naming: Corner 
comhlnatlon. This series 
of corners can he severe 
at high speed: use 
Speedhreaheras needed. 



I Pursuit Breaher. The hus stop on the right side of the trach falls Into the race line. 


Series#: IS Laps:S 

Length [m]: S.3 Record: 3:15 


4. Pursuit Breaher. The abstract sculpture on the right side of the trach falls almost all 
the uiag across the trach. 

5. Pursuit Breaher. The bus stop on the left side of the trach falls Into the race line. 


Ocean Vieui 

\. Pursuit Breaher. The Ice 
cream stand on the left 
side of the trach drops a 
giant Ice cream cone onto 
the trach and blochs some 
traffic lanes. 

S. Naming: Hairpin turn. Use 
Speedbreahertotahe the 
edge off this extreme 
corner. 

I Naming: Hairpin turn. H second hairpin turn ups the ante for technical driving 
requirements on this trach. 

4. Pursuit Breaher. Hnq slight contact uiith the semi-trailer In the middle of the 
roaduiaq drops Its load of pipes onto the rood. They moq bloch most of the routes 
around, so suilng uilde If It's already been triggered. 

5. Naming: Severe corner combination. Corners are seriously challenging through this 
section: use Speedbreaher to get through uilthout dinging the paint on your ride. 



Series#: 13 Laps: 2 

Length [m]: 6.3 Record: 2:01 



ISH-I i E vou con unloch cool bonuses by completing toshs 
given on the Reutord Cord. Chech out the conditions for eoch reiuord in 
the Reiuord Cord section of the moin menu. 




CandaRauM 


ntain StrBBt 





Series#: IS Lops:S 

Leny[l)[in]:3.S Record: 2:07 

1. Pursuit BreoRer. The 
resiouranisiynoniheiefi 
sideofiheiroch drops o 
Oionibucheiofchiclien 
onto The best race One. 

2. Note: The Trach divides into 
a2-ianeroaduiai|.Stai|in 
the ieftiane for a better 
tine into the upcominy 
chicane uihere the forhs meet. Neanuihiie. heep an eije out for oncominy traffic. 

I Uarniny: Severe corner. This irreyuiar corner can throui off ijour race iine: use 
Speedbreaher to heip suiiny thinys in i|Our favor. 

4. Pursuit Breaker. Scaffoidiny on the riyht side of the track drops pipes onto the road. 

5. Note: Sick air! Hoid on to ijOur rims! 


Series#: 14 


Lenyth [m]: S.T 


Record: S:0E 


T. Harniny: Ripht-anyie 
turn. Use Speedbreaker 
ifnecessarijtotakethe 
edye off this corner. 


2. Pursuit Breaker. The 
buiidinybaiconijonthe 
ieft side of the track 
faiisrandomiij onto the 
roaduiaij. 


S. Note: Cut across the sideuiaih to straiyhten out the race iine around this corner. 


4. Harniny: Bairpin turn. Speedbreaker is required duriny this turn to maintain a proper 
iine and ensure maximum exit speed. 


S. Pursuit Breaker. The restaurant siyn on the ieft side of the track drops a yiant 
bucket of chicken onto the best race iine. 






Series #:1G 

Lenoili [id]: 7.E 

I. Pursuit Breaher. 

Scaffoidinyoniiieiefi 
siileofiiieiraciibreaiis 
apart and drops pipes 
onto the race tine. 

I Pursuit Breatrer.Dn 
information stand on the 
riyhtsideofthetrachfaiis 
into the best race tine. 

I Pursuit Breaher. There's a condemned buiidiny on the riyht side of the trach. Tahe 
out its supports to coiiapse the uiaii onto the road. 

4. Pursuit Breaher. B semi-traiier uiith a flat dech is on the ieft side of the trach. Giance 
off the traiier to triyyer the action, and the truch drops its toad onto the trach. 

5. Pursuit Breaher. fl T. rex scuipture on the ieft side of the trach coiiapses and 
separates: the head rods out into traffic. 




Series#:]/ Laps:S 

Lenyth[m]:4.8 Record: 2:47 


1. Pursuit Breaher. B semi- 
traiier uiith a flat dech 
is on the left side of the 
trach. Glance off the 
trailer at hiyh speed to 
force the truch to dump 
its load all over the road. 



2. Harniny: Constant radius 
turn. This turn yets more 
difficult os speed increases: use a tijpicol outside-to-outside line, but be careful 
not to exit too uiide and miss a yood set-up for the follouiiny turns. 


3. Pursuit Breaher. The T. rex sculpture on the left side of the trach collapses and 
separates: the head rolls out into traffic. 


4. Uarniny: Hairpin turn. Folloui a classic hiyh-speed line from outside of the entrij. 
Stall tiyht to the inside corner, then move to the outside at the exit chute for the 
fastest corneriny speed. 

5. Pursuit Breaher. There's a condemned buiidiny on the riyht side of the trach: drive 
throuyh its supports to collapse it. 







HarthRaad 


Eardan Baalavard 



1. Uarning: Hairpin [urn. This 
[urn can be quite severe o[ 
highspeeil:usea[ex[bonh 
race [ine and Speedbreaher 
[n even [be odds on [bis 
[echnicaiiurn. 



i. Naming: Hairpin [urn. 

Hnother 180-degree 
hairpin increases [he 
[ecbnicat difpcuttq of [his [rack: use extreme caution uiben cornering here. 


I Pursuit Breaker. H giant tire rotts off the roof of the tire shop on the right side of the 
track, and out into traffic. 

4. Naming: Corner combinahon. The corner combinahon here is quite technicat and requires 
effechve use of Speedbreaher on the corners uihite using HOS in betuieen them. 

5. Pursuit Breaker. The T. rex scutpture on the teft side of the track cottapses and 
separates: the head rotts out into traffic. 


INIU I E Nhen qou enter the turf of a rival creui, you some- 
times get challenged to a point-to-point race. It's up to you to decide 
uihether you accept these challenges or not. 


Length [m]: 4.8 Hecord:8:50 

1. Pursuit Breaker. The 
informahon stand on the 
right side of the track drops 
into the best race tine. 

B. Naming: Hight-angte 
turn. This corner ieads 
intoapotentiaiiqtrickq 
combination. Use 
Speedbreaher to avoid 
taking the traditionat outside-to-outside racing iine. 

3. Naming: Severe corner. This corner is atmost a hairpin, but not a futt 180 degrees. 
Treat it as qou uioutd a hairpin, and use Speedbreaher to soften the tine. 

4. Naming: Oecreasing radius turn. This turn is potentiaiiq disastrous. Technicat 
braking or Speedbreaher is cruciat. 

5. Pursuit Breaker. Hn exptosion at the gas station on the right side of the track sends 
pieces of roof into the race tine. 








Series#: 19 Lops: 4 

Leng[li[ni]:3.S Record: 1:56 


1. Note: ShoricuMIse the 
shoricuihere io moinioin 
moximum speed ond ovoid 
[he odioceni corner. 

i. Horning: Consionirodius 
[urn. This [urn con 
he dongerous o[high 
speed. Use oquichhi[ of 
Speedbreoher[ohe[pgou 
s[og on [he rood. 



3. No[e: Hide suieeping [urn. Trg [o s[og [igh[ [o [he inside opex ond moximize speed 
os gouexi[[he[urn. 

4. Noie: Shoricui oheod. Cu[ [he corner of [he preceding [urn [o ge[ o be[[er iine on [he 
opprooch[o [he upcoming shoricui. 

5. Horning: Righi-ongie iurn. You shouid be using ibis corner onig if you missed [he shoricui! 


Series #:2R 

Lengih [m]:4.R 

1. Horning: Corner 
combinoiions. Re couiious 
uihen ripping ihrough 
ihese S-curves. 

i. PursuiiRreoher. 

Scoffoidingonihe righi 
sideofiheirochbreohs 
opori ond drops pipes 
onioiherood. 

I Horning: Doubie opex iurn. You con moinioin high speed, bui if you're reoiiy good 
uiiih Speedbreoher you con cui hord righi ond inio ihe odioceni shoricui. 

4. Noie: Siich ciose io ihe uioii on ihe iefi side for ihe besi iine. 

5. Horning: Righi-ongie iurn. This is o severe corner oi high speed. Use o quich bursi 
of Speedbreoher io heip siroighien oui your exii. 



ISIlll I E You con hove o moximum of only Three creui 
memhers. so mohe sure you heep oround only Those drivers mho beneflT 
you The mosT. Chech ouT The Crem screen oT your Sofe House To see mho 
is ovoilohle To ou. 


"Tl F3 In 0 TighT pursulT, geT big Truchs To drop Their corgo on The 
roodToslom domn your pursuers. 









Series#: 21 


Laps: 3 


4. Uarniny: Hairpin turn. Foriunaieiij. ijour speed luiii be decreased because of a 
previous corner. Ouf you must sNIi be cautious and folioui a proper iine. 


Length [m]:13.S 


Becord: 3:41 


5. Pursuit Breaker, fl giant tire roiis off tbe roof of tbe tire shop on tbe right side of the 
track and out into traffic. 



Lucky Tauiurs 


1. Pursuit Breakers giant 
doughnut roiis off the roof 
of the doughnut shack on 
the ieft side of the track 
and into traffic. 


2. Naming: Hight-angie turn. 
Use Speedbreakerhere 
to get around the corner 
uiithoutuireckinggour 
neui bodii kit. 


3. Naming: Hairpin turn. Hit the brakes and use Speedbreaker around this treacherous 
near-lBO-degreearc. 


4. Pursuit Breaker. The Texas Casino sign on the right side of the track coliapses into 
the best race iine. 

5. Naming: Becreasing radius turn. Be cautious here as the corner is tricky despite 
having suieeper characteristics [iong. uiide radius turns]. 


Series#: 22 
Length [mj: 5.9 


Laps: 2 
Becord: 3:2B 



Protected by copyright. Unauthorized or uniauifui copying or douinioading expressiy prohibited. 




V taHa^bEil T^nsl 

1. HorninQ:RiQhr-anQlerurn. 

Use extreme caulion here 
[miUiabitofSpeedbreaher] 
aslbereisnomoijlocuttbe 
corner and straiybten out 
priine. 


I Pursuit Breaher. The Outlet 
Nallsiynontbe riybtside 
of the trach falls into the 
best race line. 


I Uarniny: Rlybt-anyle turn. This Is another tlybt rlybt-anyle turn uiltb no uiay to cut 
off the corner's apex: folloui a traditional outside-to-outside line. 


4. Pursuit Breaher. Scaffoldlny on the left side of the trach collapses and falls on the 
outside of the corner. 


Series #: 23 
Lenyth [m]:8.B 


Laps: 3 
Record: S:34 


S. Harniny: Rairpin turn. This one has both a short entry and exit chute. Folloui 
textbooh hairpin lines and you'll be fine. 


Rabinsan Bay 

1. Pursuit Breaher. The mater 
tomerontherlyhtside 
of the trach falls Into the 
middle of the road. 

2. Harniny: Rlybt-anyle turn. 

UseSpeedbreahertoyet 
throuyh this In one piece. 

3. Uarniny: Rlybt-anyle turn. 

Rnother rlybt-anyle turn 
Increases the technical difficulty of this trach. but textbooh line morhs melt 

4. Pursuit Breaher. Scaffoldlny on the rlyht side of the trach collapses and dumps pipe 
across the middle of the race line. 

5. Uarniny: RaIrpIn turn. Textbooh lines serve you mell ayain on this technical corner. 



Series #: 24 Laps: 3 

Lenyth [m]: 10.7 Record: 6:08 
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ntargan Baach Off ramp 



1. Uarniny: Riyhr-anyle Turn. 

Speedbrealieris crucial 
on ibis turn to mohe W 
ibrouyhin one piece. 

i. Unrniny: Decreosiny 
radius corner, li starts out 
libeauiidesuieeper. but 
tbe exit chute has a barsh 
anyle sobrabe hard once 
past the apex or use Speedbreaher to come out of the turn clean. 

I Note: Constant radius turn. This turn can be finichij at hiyh speed but anij car uiitb 
decent handliny shouldn't have too much trouble here. 



Series#:] Laps:N/H 

Lenyth[m]:2.7 Record: 1:28 


4. Uarniny: Riyht-anyle turn. Stay uiide to the outside on the approach and then move 
tiyht to the inside and cut the corner. 

5. Harniny: Hairpin turn. Textbooh lines serve you uiell ayain on this technical corner, 
and there is a sliyht extra uiidth on the inside to help you cut the corner a bit. 


Eskari Plaza 



1. Note: Use sideuialhs for 
the extra uiidth to cut 
corners andstraiyhtenout 
your race line. 


i. Harniny: Hairpin turn. Use 
Speedbreaher to tahe the 
edye off this extreme 
corner. 


S. Harniny: Hairpin turn. Hit 
the brahes and use Speedbreaher around this treacherous near-lHO-deyree arc. 


4. Uarniny: Hiyht-anyle turn. Stay uiide to the outside on the approach and then move 
tiyht to the inside and cut the corner. 

5. Harniny: Hairpin turn. It has both a short entry and a short exit chute, but foHom 
textbooh hairpin lines and you'll be fine. 


Series#: 2 
Lenyth [m]: S.S 


Laps: N/H 
Record: 2:S1 






1. More: ShorFcul. This shorlcul 
folloiusanexcephonallij 
fast line, buiijoull need 
Speedbreaherioavoida 
crash cominyoui of ii. 

i. HarninQ: Obsiacle. Coining 
around ibe preceding 
corner ioofasi mag pui 
goo in direct coniaciuiiib 
a bigbuiag pillar. Hii ibe Speedbreaher as soon as goo come into ibis seciion io 
gauge inhere gou are and correct gour line if needed. 

I Note: Shortcut. Ibis right-hand route straight through is much foster than tahing the 
leftforhinthe road. 



Series # 3 Laps: N/H 

Length [m]:S.8 Record: 3:18 


4. Note: Shortcut. There are several intermittent shortcuts through this area. Heep 
Speedbreaher achvated and hit them all in succession for a verg quich through time. 

5. Note: Shortcut. Hatch for this shortcut on the right that tahes gou up and over the trach. 
Use Speedbreaher at the end of it because it reioins the trach at a verg sharp angle. 


Ths nsan HI He 



Series#: 4 Laps: N/H 

Length [m]: S.l Record: 8:48 


1. Harning: Right-angle turn. 

There are mang smaller 
turns on this trach. but 
this is one of the larger 
ones to concern gourself 
uiith.Trgtostichtoa 
conventional race line 
and exituiideatthe 
chute for the upcoming 
straightauiag. 

8. Uarning: Increasing radius corner. Use extreme caution and a bit of Speedbreaher to 
negotiate this turn. 

3. Harning: S-curve series. This is a short series of s-curves uiith no substantial inside 
cutoffs. Use Speedbreaher to get through uiithout ang scratches on the neui paint. 

4. Harning: Hairpin turn. Folloui a classic high-speed line from the outside of the entrg 
through this short turn. Stag tight to the inside corner, then move outside at the exit 
chute for the fastest cornering speed. 

5. Harning: Corner combination. This combo deserves caution. If gou have ang 
Speedbreaher left, use it to stag in control through this minding section. 




' Protected bg copgright. Unauthorized or unlamfni copging or domnloading expressig prohibited. 





Series#:!) Laps:N/ll Series #:G 

Len0fii[in]:4.S Record: 2:23 Lenofii[ni]:4.3 



Laps: N/R 
Record: 2:2R 


1. Naming: RecreasioQ radius 
[urn. These corners are very 
dangerous. Brahe eariier 
raiherlhan crash aiong die 
outside of [he [urn. 

2. Naming: Righi-angie [urn. 
There is no cutoff area, 
so useSpeedhreaherif 
needed. 



1. Naming: Right-angie 
corner. Stag auiag from 
the Pursuit Breaherltt 
ontg mahes the corner 
more severe. 

2. Naming: Right-angte turn. 
There is no cutoff area, 
so useSpeedhreaherif 
needed. 



3. Naming: decreasing radius turn, tt's more stight than the texthooh exampie. but use 
caution during this turn. 

4. Naming: Right-angie turn. Stag uiide to the outside on the approach and then move 
tight to the inside and cut the corner. 

5. Naming: Right-angie turn. There is no good uiag to cut the corner. Use tgpicat street 
tines for this turn. 


3. Naming: Right-angie turn. Use the cutoff area to heip mahe the racing iine more 
forgiving. 

4. Naming: Right-angie turn. Stag uiide to the outside on the approach and then move 
tight to the inside and cut the corner. 

5. Naming: Right-angie turn. There is no good uiag to cut the corner. Use tgpicat street 
tines for this turn. 


P The more you race in any given area, the more iihely if is 
fhaf you miii be chased by a cop in the middle of the race there, and 
the more you race in any given zone, the more cops mill start patrolling 
there. To let the Heat cool domn, avoid racinc in that zone or a mhile. 


iNiaTE If the police lose visual contact, you enter 
Cooldomn mode. The best may to go unnoticed in Cooldomn mode is to 
find a hiding spot. These hiding spots are shomn on your mini-map in 
Cooldomn mode. Nhen the Cooldomn meter fills up. you hove success- 
fully evaded the police. 








WWvErsity Hvehub 


1. HarninQ: Hairpin [urn. 

This corner can be quiie 
severe aihiyh speed: use 
aiexiboohraceiineand 
Speedbreaherioevenihe 
oddsonibisiecbnicaiiurn. 

I HarninQ:RiQb[-anQie[urn. 
There is no cuioffarea. 
so useSpeedbreaherif 
needed. 




I Harniny: Riybi-anyie Turn. Rse Speedbreaber if necessarij. buf The narroui cufoff y 

area on [be inside definiieiRheips. 

Leny[h [m]:4.7 

4. Harniny: Riyb[-anyie [urn. S[aq uiide [o [be ou[side on [be approach and [hen move 
[|yb[[o[he inside and cui [be corner. 

5. Harniny: Riyb[-anyie [urn. There is no yood uiaij To cui [be corner. Rse [qpicai sireei 
[inesforibisiurn. 


Laps: N/H 
Record: S:4S 


Rabinautitz Driva 


T. Harniny: Riybi-anyie [urn. 

Thereisnocuioffonibe 
inside, so ijouli have io do 
iiibeoid-fasbioneduiaR. 

I Harniny: Hairpin iurn. 

Hanyonfordeariife 
ihrouyb ibis severe 
corner! Speedbreaber is 
cruciaihere! 

I Harniny: increasiny radius iurn. This is a verij irreyuiar Turn uiiih an oddiq sharp 
apex. Save some Speedbreaber To deai uiiih ibis one effeciiveiR 

4. Harniny: Hairpin iurn. This is iexibooh ISO maieriaii Uorb iii 

5. Harniny: Riybi-anyie iurn. Use ibe sideuiaih on ibe ouiside of ihe iurn io mahe ibe 
raciny iine more foryiviny and suiiny uiide ai ibe exii chuie. 




Series#: 8 
Lenyib [m]: S.S 


Laps: H/R 
Record: S:SE 








Hills Ba rough Parhuiag 


1. HarninQ: Hairpin Turn. 

This corner can be quite 
severe aihiyh speed: use 
aiexMroceiineand 
Speedbreaherioevenihe 
odds on ibis iechnicai Turn. 


3. Uarniny: Hairpin Turn. Hit The brahes and use speedbreaber around ibis treacherous 
near-lBO-deyree arc. 


I Harniny: Hairpin turn. 

Hany onfordeariife 
throuyb this severe 
corner! Speedbreaber is cruciai here! 


4. Warniny: Riyht-anyie turn. Stay uiide to the outside on the approach and use the ^ 

shortcut rather than foHouiiny the road. Lenyth [m]: 7.3 Record: 4:23 

5. Uarniny: Riyht-anyie turn. There is no yood may to cut the corner. Use typicai street 
tines for this turn. 



Haight Street 


1. Harniny: Riyht-anyie turn. 
There is no cutoff on the 
inside, so youli hove to do 
ittheoid-fashioneduiay. 

2. Uarniny: Riyht-anyie turn. 
There is no cutoff area, 
souse Speedbreaber if 
needed. 



3. Harniny: Riyht-anyie turn. 

Use caution and stay tiyht to the trees. Hny other tines cause probiems you don't need. 


Series#: 10 Laps:H/H 

Lenyth [m]: 4.2 Record: 2:TS 


INiaTE If you occumulofe three iinpound strihes on o cor. 
your ride is permonently lost. Winning extra iinpound strihes from boss 
races ollouis you to raise the maximum number of impound strihes to 
five. If your car is caught by the cops after you use those, you lose it 
permanently. 


4. Uarniny: Riyht-anyie turn. There are four tones here and a narroui sideuiaih for you 
to use to create the fastest, stroiyhtest tine. 

5. Uarniny: Riyht-anyie turn. This incredibiy severe corner can be avoided by tahiny 
the precediny shortcut. 








EskuriU/ay 


StanauiaH Tunna! 







Series#:] 
Lenyih [m]: 3.G 


Laps: N/H 
Record: llO.Ol 



Series #: I Laps: N/fl 

Lenyiii [m]: 2.3 Record: 113.1] 


1. Harniny: RiyiiNnyie 
turn. This one is quite 
severe, because you're 
sNii carryinyions of 
speed from the precediny 
speedfrap.bufihere is 
a moderate cutoff area 
on the inside tine to heip 
straiyhten out the tine. 

2. Harniny: Decreasiny radius turn, it starts out iihe a uiide suieeper but abruptiy turns 
inuiard. so use your Speedbreaher to ensure you don't iose ait your momentum 
ayainst the uiaiis. if you baii here, you stiii have time to yet your speed bach up 
before the nextspeedtrap. 

3. Haminy: Decreasiny radius turn. Use Speedbreaher here to prevent a cosby crash, it's riybt in 
the middie bebueen tuio speedbaps. so you have ampie bme to recover sbouid you pub it up. 

4. Harniny: Riybt-anyie turn. This sharp corner is the one that couid inpuence your score the 
most and not for the better. Rvoid this and the next turn by tahiny the adiacent shortcut 

5. Harniny: Hairpin turn, if you tooh the shortcut this corner is manayeabie and drives 
more iihe a iarye-radius suieeper-styie corner, aiiouiiny you to maintain hiyhest 
speeds for the immediate, upcominy speedtrap. if you missed the shortcut drive a 
conservative iine around the turn entry. Hs you approach the exit chute, punch NOS 
and straiyht-iine it throuyh the speedtrap. 


T. Note: Even suieepiny 
turnsconbeochoiienye 
at biisteriny speeds. 

Hpproach this turn uiide 
and ieave the exit chute 
on the inside of the turn 
rather thanfoiiouiiny 
aciassicoutside-to- 
outside approach — this 
sets you up better for the 
foiiouiiny corner. 

2. Note: Hqueduct. The aqueduct entrance is narroui and couid be siiyhtiy obscured by 
debris, but stay hard on the throttie to maximize your entry speed. 

3. Note: Hqueduct piiiars. There are iarye yaps betuieen the aqueduct piiiars. so hittiny 
them shouidn't be an issue. Drive throuyh the center piiiars for the straiyhtest and 
fastest iine throuyh this section. 

4. Harniny: Riyht-anyie turn. Foiioui a textbooh race iine here and use Speedbreaher if 
necessary. Vou're carryiny a iot of momentum from the previous speedtrap. 

5. Note: increasiny radius turn. This turn shouidn't be a probiem if you approach the 
entry uiide and move to buy the inside of the turn about haifuiay throuyh. Then 
punch the NOS andbiastofftothepnish! 







Series #: I 
Lenpili [m]:4.4 


Lops: N/H 
Record: 11374 


Series#: 4 Lops:N/R 

LenQih [in]: 27 Record: 114.30 


1. HorninQ: Hoirpin turn. 

Geiiiny oround this severe 
iurniscrucioiiopr 
success on this iroch 
asihenexispeedirop 
is iusioround the bend. 

Speedbreoheris cribcoi. 

Siouibme here anduiben 
ijouriineissiroiobineor 
ibeexiicbuie. deocNvoie 
Speedbreaber and quichiij punch ibe NOS aii ibe uiaq io ibe trap. 

I HarninQ: increosiny radius corner. Use exireme caution and a bit of Speedbreaber io 
neyoiiaie ibis turn. Ibe piacemeni unforyiviny if you baii. as ibe next speedirop is 
afeuiiurnsauiay. 

3. Harniny: Riybi-anyie turn. There is no cuioff area on ibe inside of ibe corner so 
bach off on ibe ibroiiie a bii and use Speedbreaber if necessary. 

4. Uarniny: Riybi-anyie turn. Vou're carryiny a ioi of speed ihrouyb ibe iasi irap. so 
iry io yei io ibe outside of ibis turn at ibe entry point and transfer io the outside at 
the exit io prepare your fastest tine io the upcominy irap. 

5. Uarniny: Decreasiny radius turn. Oon'i aiiempi io iahe ibis corner and maintain 
speed. Rvoid ibe second baif of ibe turn by siayiny uiide ihrouyb it and biasiiny 
ihrouyb ibe adiaceni sboricui that sends you iibe a rochet iouiard ibe next 
speedirap. 


1. Note: This misieadiny turn 
has a uiide cuioff area on 
ibe inside iobeip beep 
your race iineassiraiybi 
as can be: use iiioibe 
fuiiesi extent. 

I Harniny: Constant radius 
turn. This sharp constant 
radius turn can act iibe a 
hairpin at biyb speed. There 

3. Harniny: Riybi-anyie turn. There is no cuioff area on ibe inside of the corner, so 
bach off on ibe ibroiiie a bii and use Speedbreaber if necessary. 

4. Harniny: Decreasiny radius turn. This is poieniiaiiy disastrous. Speedbreaber is cruciai 
io punch out of ibis turn and hit biyb speed before ciocbiny in at ibe next irap. 

5. Harniny: Riybi-anyie turn. There is no yood may io cut ibe corner. Use iypicai street 
tines for ibis turn. This is the iasi turn before the finish, so morh it out and use ibe 
rest of your NOS io rip iomard ibe finish tine. 




is no cuioff area so use Speedbreaber if needed. 






1. HorninQ: DecreosinQ 
radius [urn. There's no 
cutoff on The inside, so 
p'ilhovefodo if The 
oid-fashioned uiaij. 



I l4arninQ:RiQhT-anQleTurn. 

There's no cuToff area, 
so useSpeedbreaherif 
needed oriusTlaijOffThe 
ThroTTIeToadequaTeliisiouidouin. 


I l^arniny: RiyTiT-anyie Turn. That's fairiy stiorT on Ttie entrij and exit chute: use 
Speedbreaher To slide The car uiith style Throuyh This section. 

4. Harniny: Increasiny radius Turn. This Turn demands proper Technique or you rish 
losiny speed for The follouiiny Trap. Rpproach uiide on The entry and huy The inside 
of The Turn for The last half: folloui it Throuyh The exit chute To The speedTrap. 

5. Note: Corner combination. The last speedTrap is in a Trichy corner combination. 
Reserve some Speedbreaher To maintain The best line Throuyh This stretch and 
folloui a race line That Tabes you uiide. 


INIOTE During races and cop chases. The pursuit breaker 
objects ore marhed uiith icons. Drive through these icons and hit the 
objects to activate the pursuit breakers, uihich obstruct and even 
immobiiize any police cars and rival racers unfortunate enough to be 
foilouilng you. 


Series #: S Laps: N/R 

LenyTh[m]:3.R Record: llO.Ol 

1. Uarniny: Hairpin Turn. 

Don't attempt To Tahe 
This hairpin Turn. Instead, 
drive straight Throuyh The 
outside of The corner To 
The shortcut entrance, 
uihich puts you on a 
perfect line Touiard The 
next Trap. 

i. Note: Constant radius Turn. Stay uiide on The outside of This constant radius Turn and 
blast right Through The follouiiny shortcut Touiard The next Trap. 

I learning: Upcoming chicane. Use The preceding shortcut for The fastest line, but 
beuiare The upcoming chicane uihich can completely mess you up before you hit 
The fourth Trap. 

4. learning: Right-angle Turn. This sharp corner is The one That could inpuence 
your score The most and not for The better. Carry your speed from The preceding 
section Throuyh To This corner and Tachle This corner from outside To outside uiith 
Speedbreaher. Use a quich punch of NDS To increase speed just before The Trap. 

5. learning: Increasing radius Turn. Tachle This one uiith a TexTbooh race line, but exit 
on The outside of The chute, uihich leads straight into a shortcut on a perfect line 
Touiard The last Trap. 









Bout Bn HvBnuB 


Blillinn DBHar OrivB 



Series #: 7 

LenQih [in]:3.S 

1. HorninQ:lfi|Ou'reQOino 
around this corner, ijou're 
losinQ the race. Use 
iheadiacenishoricuF 
io maintain the hiyhesi 
speed en route to tire 
first trap. 

i. Uarniny:llyain. avoid this 
corner. Taheadvantaye of 
the straiyht tine provided in the adiacent shortcut, uihich ieads riyht into the next trap. 

I Uarniny: Corner combination. The corner combination here that ieads to the fourth 
trap is verij trichij uiithout usiny Speedbreaher. 

4. Harniny: Corner combination, i) decreasiny radius turn foiiouied bij a constant radius 
turn is potentiaiiij disastrous to ijour overaii score. Speedbreaher is cruciai here to 
punch out of these turns and hit hiyh speed before ciochiny in at the next trap. 

5. Note: Corner combination. The iast shaiioui turns before the finish iine are miid 
compared to uihat ijou've aireadij seen: punch the NOS and finish this race! 


Laps: m 
Record: ITS.]] 




Laps:N/R 
Record: lll.RS 









Series #:S 

Lenyth [m]:4.S 

1. Hominy: Oecreasiny 
radius turn. Rnarroui 
cutoff area on the inside 
heipsstraiyhten ijOur 
race iine. 

i. Harniny: Riyht-anyie turn. 

There's a cutoff area 
throuyh thetabiesand 
chairs. Be cautious and 
exit this turn more touiard the inside to set up for a perfect iine into the foiiouiiny 
shortcut. 



I Harniny: Oecreasiny radius turn. Hvoid this turn compieteiij bij usiny the adiacent 
shortcut for the fastest time to the next trap. 

4. Harniny: Corner combination. The foiiouiiny corner combination is brutai but you 
can avoid it aimost compieteiy by usiny the adjacent shortcuts that iead riyht up to 
the next trap. 

5. Harniny: The hiyh speeds of the precediny straiyhtauiay mahe a typicai outside-to- 
outsideiine uiorhvery uieiihere. 


ISIO I E Once you've equipped qour cor uiifli Nitrous Oxide, 
qou con use it during roces to goin o momentorq boost of speed. 







Series#:! 


Laps: N/H 


Lenyih [m]: 2.7 


Record: 106.3 


1. Uarniny:Nakesurep 
rip Ihrouyh this corner 
and head off dotun lire 
shorfcuf.orpiose 
precious speed on fhe 
uiatjFofhe second trap. 


2. Harniny: Hairpin furn. 

Thisfurnisdeaditj: use 
fhe adjacenfshorfcuf 
fo heip fahe fhe edye off and increase tjour overaii speed. Vou'ii sfiii need fo use 
Speedbreaher and NOS in sequence fo max ouf qour score in fhe upcominy frap. 


Series#: 10 
Lenyfh [m]:3.2 


Laps: N/H 
Record: 100.76 



1. Harniny: Hairpin furn. 

You're carrqiny a iof 
ofspeedfhrouyhfhis 
secfion. bufqoumusf 
heepifyoinyfhrouyh fhe 
arc of fhis hairpin furn. 

Hpproachfrommidefo 
fhe outside onfheieff 
sideoffhefrachand cut 
assfraiyhfaspossibie 
foulard fhe outer uiaii near fhe trap to cioch fhe fastest speed. 


I Harniny: Constant radius Furn. Even fhouyh fhis is a shaiioui consfanf radius furn. 
avoid fhis secfion bq fahiny fhe fuio adiacenf shortcuts fo maximize qour speed en 
route fo fhe fourth frap. 

4. Note: it's ciear saiiiny doum fhis stretch: punch fhe NOS and cioch massive speeds 
at fhe next frap. 

5. Uarniny: Oecreasiny radius furn. This extreme furn needs ampie Speedbreaher fo 
yet around uiifhouf rippiny qour neui bodq hit fo shreds. 


ISiaTE The more rep you earn by minniiiQ races, fhe more 
events you can select on the uiorld mop. 


2. Note: This tony suieeper of a turn ieads into a shortcut veeriny off fo fhe riyhf: 
foiioui that for fhe best fine fo fhe next frap. 

I Note: H fast ouFside-fo-oufside fine Fhrouyh Fhis uiide furn yives qou fhe fastest 
ciochedFimeinfhe next frap. 

4. Note: 0 tony, yenfie suieeper ties befineen qou and fhe next speedfrap. Hs soon as 
qou pass fhe furn apex, punch Fhe NOS and cioch massive speed! 

5. Note: Even before qou pass fhe previous frap. qou shouid be mahiny pians fo enter 
fhe shortcut. Foiioui if paraiiei fo fhe frach as if uiinds up on a sfraiyhfauiaq. riyhf 
on faryef for fhe fast speedfrap. Punch fhe NOS and pnish fhis! 







Drift races are a different breed of event. You won’t see much corner analysis or discussion of race lines — that st 
doesn’t fly here. Drifting is all about skill and how you tune your ride to glide or stick, but you should know about 
some other subtleties before tackling these events. 

You’ll see three types of Drift tracks: 

• Closed-Trach Circuit [Beginner] • Street Circuit [intermediute] • Cungon [Hdvunced] 



Watch for the classifications listed for each of the 
track entries so you know what to expect when your 
smoky tires hit the asphalt. 


This is Drift racing at its most controlled. The track is 
a flat, enclosed area with designated scoring zones all 
lined out. What could be easier? 

To maximize your score, you should know what 
the lines on the track mean. The green and red lines 
perpendicular to the track direction identify the begin- 
ning and end of a linking bonus zone. If you start a 
drift on the green and carry it over the red line, the 
points add up very quickly. 

Along the sides of the tracks (parallel to the direc- 
tion of travel) are yellow hatch-marked bonus rate 
zones. The point gain speeds up for every tire inside 
the zone. If you can pull off a four-wheel drift with all 
four tires inside this bonus rate zone, your points will 
mount exponentially! 

These tracks are the easiest place to learn to drift, 
so practice on them before moving up to Street Circuit 
Drifts. 


The Street Circuit Drifts are the intermediate-level 
Drift events. They reintroduce the street drifting from 
years ago in Underground 2, but with much more 
white-knuckle driving action. 

In the city streets, drifting takes on a new dimen- 
sion. You deal with slight elevation gains up and down 
narrow or wide corners, all the while dodging planters 
and signs and even the odd pursuit breaker (which has 
little purpose during a Drift race). 

Street Drift tracks don’t have bonus zones, so you 
must use the wider areas to get the bonus multiplier 
as high as possible, then gain enough speed to take 
advantage of the speed bonus while busting big drifts 
around long corners. Done correctly, these big drifts 
at high speed can amass hundreds of thousands of 
points within a few laps. 


INIOTE Sfreei Circuif Drifts are only available in the 


Street tracks are marked with recommended 
linking zones for beginner players, but sidewalks or 
plazas give all sections of the track extra width. Use 
these areas to get your car sideways for dramatically 
increased point awards. 


This is the big leagues of drifting — no whiners allowed! 
To play here, you have to earn your stripes by getting 
through the previous types of drifts and tuning your 
car perfectly. 

Because of the sometimes dramatic influence of this 
thing known as gravity, cornering during downhill drifts 
becomes a highly unforgiving venture along two-lane 
stretches of road. Learn the tracks well, and start your 
drift in anticipation of a turn, not in the turn itself. If 
you start drifting too late, you crash into the far wall 
or, worse, fly off the track into the dark night sky. 

To help you deal with the narrow Canyon tracks, 
we’ve identified all of the extended shoulder zones that 
provide a bit of extra width. Use these areas to get 
the car sideways and get those extra points. 


INIO^E To help you learn To drift on more difficult Street 
Circuit and Canyon events, me have included several sugoested linhing 
zones for each trach. Keep in mind that these are not official linhing 
bonus zones, as the Closed-Trach Circuits have, but they mill give you 
on idea of mhich trach sections you can bust big drifts in. 

HIso. remember that suggestions are |ust that. Expert drifters can 
often linh most of a trach into one insane drift. One foot in front of the 
other, right? 

Closed-Track Circuit Key 

□ Warning □ Linking Zone Bonus Areas 

Start Linking Zone End Linking Zone 

Street Circuit Key 

□ Warning Linking Zone □ Note Wide Areas 

Start Linking Zone End Linking Zone 

Canyon Key 

I I Warning Linking Zone 


Collector's Edition. 


start Linking Zone 


Extended Shoulder Areas 
End Linking Zone 






DrifMp: Canijon Laps:N/l) 

Series#;] Record: 7S.000 



1. LinkinyZone 
I Harniny:Breahable Barrier 
I Harniny:Breahabie Barrier 

4. Harniny:Breahabie Barrier 

5. Linbiny Zone 



~ri P* Conijon drift is ali about mahinQ clean corners. If you're 
hittino uialls or foiling off the mountain, louier gour speed so you can 
more easily get around the corners. Once you've mastered the corners 
at louier speeds, speed up the pace for higher scores. 


Lenytb [m]: B.4 


DevU’s ErBsk Pass 

1. Harniny: Breahabie Barrier 
I Harniny: Breahabie Barrier 
I Harniny: Breahabie Barrier 

4. Linhiny Zone 

5. Hominy: Breahabie Barrier 

6. Hominy: Breahabie Barrier 


P To finish off a drift, don't drift at oil for a feiu seconds. 
Once your drift has been counted, the score for that drift is added to 
your total score. 




Briftlripe: Conijon 
Series#; S 
Lenytb [m]:B.Z 


Laps: N/B 
Record: EO.BOO 










Drift Type: Canijon 


Lops: N/D 


Series#: 4 


Record: S40.000 


Series#: 3 
Lenyth [m]: 2.3 

1. LinliinyZone 

2. Hominy: Dreohabie Barrier 
I Harniny:Breohabie Barrier 

4. Harniny:Breohabie Barrier 

5. Harniny:Breahabie Barrier 
E. Linbiny Zone 

7. Harniny:Breohabie Barrier 
B. Harniny:Breahabie Barrier 


FI ^ The moximum multiplier in Conijon Drift is xSO. If you hit the 
max multiplier, thinh about finishiny off the rlrift, because if tjou hit a 
utall, you'll lose half your score. 


Lenyth [m]:3 



~iTi ^ In Circuit Drift, top speerl is much more important than your 
multiplier. Try to obtain the fastest speerl you can urithout hittiny uralls 
before enteriny a corner. It's often better to drive straiyht in a scoriny 
section to increase your speed than to turn in scoriny sections and 
increase your multiplier. 








I. LinhinQZone 
i. Uarniny: Breahable Barrier 
B. Harniny: Breahable Barrier 

4. Linbiny Zene 

5. Harniny: Breahabie Barrier 

E. Uarniny:NarroiiiTiiio- 
LaneTunnei 

I Linbiny Znne 

B. Harniny: Breahabie Barrier 



a~S If i|ou ore hoving frouble gelfing oround o lighl corner 
of higlier speeds, fry pumping fhe occelerofion. This shifts the uieight 
of ijour cor ond increoses gour drifting ongle, mohing it eosier to get 
oround tight corners. 



Briftlijpe: Canyon 
Series#; 5 


Laps: N/B 
Becord: EB.BBO 


Length [m]:B.3 


MimBi TbibpIb 



1. Linbiny Zone 
1. Linbiny Zone 
I Linbiny Zone 
4. Linbiny Zone 


"Fi ^ Vou should never hove to use gour hrohe in Circuit drift. If 
gou ore hoving trouble getting oround o corner, eose off the gos o bit. 



BriftType: Ciosed-Tracb Circuit 
Series#; E 
Length [m]: B.7 


Laps: 2 

Record: 22B.0BB 









DriftTi|pe:Closed-Troch Circuit Lops: 2 

Series#;/ Record: SOO.OOO 

Length [m]: 2.7 


Kings Park 


1. LinhingZone 

2. LinhingZone 
I LinhingZone 


ITi P If ijou find ihai you ore losing loo much speed uihile 
drifting, mohe sure you hove the throttte open os much os possibte. The 
longer you eose off the gos, the more speed you lose. 


Laakaut Paint 


1. Horning: Breohobie Border 

2. Horning: Breohobie Border 
1. Horning: Breohobie Border 

4. LinhingZone 

5. Horning: Breohobie Border 

6. Horning: Breohobie Border 



TIP Any oddition to your drift score heeps your current drift 
going, so if you ore hoving troubie linhing drifts on stroights or shotloui 
corners, you con suierve boch ond forth stightly every feui seconds. But 
be corefut — it's eosy to lose control on the mountoin. 



Drift Ti|pe:Coni|on 
Series#; 8 
Length [m]: 2.2 


Lops:N/fl 
Record: GO.OOO 











1. Note: irousriohF off the 
slorlyives you the speed 
foyeMnlo [he blue bonus 
for [he first suieepiny him. 


I Linhiny Zone 


I Note: Don't fret if ijou hit 
the pursuit breoher here, 
as it clears out bij the 
next lap and leaves a nice 
open area to slide in. 


4. Note: Nost loui-pouiered cars mill have a more difpcult time continuiny a linked 
drift throuyh this straiyht stretch: hiyh-pouiered cars can pull it off 



5. Note: Dnother pursuit breoher here provides a uiider slidiny area for the second lap 
if it's cleared auiaij in the first. 

6. Linhiny zone 

7. Note: The track is split bi| a lony meridian in the center of the road. It's difficult, 
but ijou can actuahij continue linhiny throuyh this section ah the mail bach to the 
startinyline. 


Drift Type: Street Circuit Laps:D 

Series#; 3 Decord: SDD.DDD 

Lenyth [m]:3.S 


T"! ^ Beducing your drift angle increases your speed. Vou1l be 
able to drift foster on sbollouier corners. 


Old QuartBr 

1. Linhiny Zone 
i. Linhiny Zone 

3. Linhiny Zone 

4. Linhiny Zone 



1"! ^ Drifting is all about finding tbe perfect line. Try to find the 
may through tbe corners that mill help you maintain tbe top possible 
speed for tbe longest possible time. 



Drift Type: street Circuit Laps: 2 

Series#; 10 Decord; 3DD.DDD 

Lenyth [m];4.S 









IsMiFir 



Drift Tp:Canp Laps:N/R 

Series#;]] RecortI: 80.000 

Lenyth [ni]:3 


T"l ^ Coiiijon driftiny is also oil about findiny the perfect line. Trij 
to find the uioy throuyh the corners that mill help ijou maintain the top 
possible speed for the lonyest possible time. 


flEinpart Iraniuarks 


]. LinRinyZone 
i. LinRiny Zone 
I LinRiny Zone 



P Try to have your bonus multiplier up to xfO by the end of 
the third linh zone to earn insane points! 



Drift fijpe: Ciosed-IrocR Circoit 
Series#; tO 
Lenyth [m]; 8 


Lops; i 

Record: tOO.OOO 











f^BPtUnaHBights 


DrifrTqpe:SrreerCirciii[ Laps: 2 

Series#; 13 Record: 200.000 

LenQih [m]: 6.7 


Patman t Univarsitg 

1. Note: Trij to slide this 
corner as close io the 
inside as possible. 

2. Linbiny Zone 

I Harniny:Drifiinysmoo[hli| 
around ibis irreyulor lorn 
tabes some serious sbill. 

You mail have to breab up 
pr drift around INnio 
tuio or more parts. 

4. Linbiny Zone 

5. Note: If you have your multiplier up hiyh. increase your speed and bust a biy drift 
around this corner to rabe in the points. 

6. Uarniny: The exit to this turn is very tiyht. Go easy on the throttle to linb the entire 
section oftracb. 

7. Linbiny Zone 

8. Note: If you happen to hit the pursuit breaber accidentally on the first lap. it mill 
clear by the time you yet around on your second lap 


Drift Type: Street Circuit Laps: 2 

Series#; 14 Record: 220.000 

Lenyth [m]:4.S 


1. Linbiny Zone 


2. Harniny: There is a pursuit 
breaber semi-trailer in 
the middle of the road.De 
very careful mhentryiny 
to pass it: any impact mill 
end your drift and your 
multiplier. 


I Linbiny Zone 


4. Note: This is a very mide section of road. Use it to increase your multiplier by linbiny 
slidinybacb and forth. 


S. Note: Ruild your speed and the multiplier up for a biy drift around this bend. 


6. Harniny: This is a very irreyular corner. You may have to breab your drift up into 
tmo parts mhilenaviyatiny around it. 


"FiF* This is 0 verij narrom Sireei Circuii irach, bui if you can yei 
your muiiipiier maxed oui on the firsi iap, by ihe iime you're ready io 
busi a huge drift around ibe firsi iurn your poini couni uiiii be immense! 







IsMiFir 


Billing. 


District 


BBspcratian Hidg. 


s 


B 


Drift Tp: Street Circuit 
Series#: IS 


Laps: i 
Record: 


Lenyth[ni]:S.S 

1. LinhinoZone 

i. Uarniny: Be cautious and 
uiatciitheuiaiistiirouyh 
this turn to ensure ijour 
speed is up and you're 
ready to yo for the 
upcominyiinhinyzone: 
morhonincreasinyyour 
muitipiierhere. 

I Note: This is the start of a chaiienyiny iinhiny section: your shiiis must he honed to 
drift this aii the may to the end. 

4. Linhiny Zone 

5. Note: if you've yot your muitipiier up hiyh. increase your speed and bust a biy drift 
around this corner for insane points! 

6. Note: This is another biy corner to max out points mith a hiyh muitipiier. 

7. Note: This is the iast huye corner before the finish. Tahe fuii advantaye of it mith 
hiyh speed andbiymuitipiiers. 


Drift Type: Canyon 
Series#: IE 
Lenyth [m]:4.4 
t. Uarniny: Breahabie Barrier 
i. Uarniny: Breahabie Barrier 
I Linhiny Zone 

4. Uarniny: Breahabie Barrier 

5. Uarniny: Breahabie Barrier 

6. Harniny: Breahabie Barrier 


INiaTE The old soiling ”Go Big or Go Home'' definiielii opplies 
to Congon Drifting. Vou goin very little front ploying it conservotively ond 
everything from rishing it oil. Thot meons drogging yonr toil end oround 
breohoble borriers ond still punching the NOS. ond edge-of-your-seot drifts 
only inches from the inside molls of o steep conyon turn. 



Laps:N/B 
Record: BB.BOD 



INI'OTE It mill tohe severol runs to get o feel for the 
troch, but considering the constont midth ond eose of trovel, there is 
no reoson mhen you shouldn't eventuolly be linhing this entire troch 
tocether mith xIO multipliers. 



Protected by copyright. Unauthorized or uniamfui copying or domnioadiny expressiy prohibited. 








' flWFK DrivEliriFt 


DEadFaH Junction 


Drift Type: Closed-Trach Circuit Lops: 2 

Series#;]/ Record: 160.000 


Lenytli [m]: 2 

1. LinOinoZone 

2. LinOiny Zone 


lNia~rE The second linhing bonus zone Tohes up most of This 
Troch. If you hiT The NOS oT The beginning of The race and aT The beginning of 
The second lap in This iniTial sTreTch, The speed boosT ujill carry you Through 
The enTire secTion. Vour mulTiplier geTs higher and higher and The poinT 
accumulaTion raTe reaches asTronomical proporTions. 



Drift Ti|pe:Coni|on Lops:N/ll 

Series#; 18 Record: 80.000 


Length [m]:4.4 

1. Hominy: DreahobieOarrier 

2. Hominy: DreahabieOarrier 
I Linbiny Zone 

4. Harniny: DreahabieOarrier 

5. Harniny: DreahabieOarrier 

6. Harniny: DreahabieOarrier 


'Tl P If you find yourself on The verge of losing conTrol during a 
drifT, ease off The ThroTTIe To rapidly sloui douin The car. Remember ThaT 
more brahing during a drifT causes an even morse slide — you manT To 
increase orin.noT decrease IT. 










MmFirmMaM 


4. Hole: This is o bio drifi corner, especioiiij luiih on oireodij esiobiished bonus 
muiiipiier 


i. Noie:Toheouiibepursuii 
breober here so i|ou hove 
more room iodrifi on ibe 
second iop. 

I LinhinyZone 


Shady Pins 

i. Hornino:Thisisodifficuii 
corner iodrifiriyhi off ibe 
boibecouseii'ssosborp. 
Tube iieosii here. 


S. Noie: This is o norroui sireei seciion Thai ijou con use io corefuiiij buiid up ijour 
bonus muiiipiier 

G. LinhinyZone 

7. LinhinyZone 


DrifiTi|pe:GireeiCircuii Lops: 2 

Series#; T9 Record: 2SO.OOO 

Lenyib [m]: 3.2 


'i"i P Linhiny Zone 7 is o fonfosTic set of consecutive sholloui 
S-curves uihere you con execute fost, smooth drifts boch ond forth. 
Eventuollij, uihen you linh this entire troch together, this section mill prove 
to be the grovy oreo for point occumulotion right before the finish line. 


Lapp an Ridga 

1. LinhinyZone 

2. Hominy: Breohoble Dorrier 

3. LinhinyZone 

4. Hominy: Breohoble Barrier 

5. Hominy: Breohoble Barrier 

6. Hominy: Breohoble Barrier 

7. Hominy: Breohoble Barrier 


DrifiTi|pe:Canijon Lops:N/R 

Series#; 20 Record: 80.00B 

Lenyib [m]: 2.5 



Beuiare drifting in the rain— 
especially on already hazardous Canyon trachs! Net asphalt mattes 
losing traction that much easier. Depending on your shill level, that 
couldbeacurseorablessino! 







Hmm btrEBt UriFt 


\. LinhinQZone 
I Linhiny Zone 
Z. Linhiny Zone 

4. Linhiny Zone 

5. Linhiny Zone 


"FI P This Drift troch is intense and reuiordiny at high speed. 

Deep your speed meter in the blue and tahe advantage of the momentum 
to carry you through turns, raching up points and blistering speeds. 




DriftIi|pe:Closed-Troch Circuit Lops:S 

Series#; SI Record: Z80.000 

Length [m]:4.Z 


EtBrnity Pass 


1. Hominy: Oreahobie Barrier 
I Hominy: Breohobie Barrier 
I Linbiny Zone 

4. Hominy: Breohobie Barrier 

5. Linbiny Zone 

E. Hominy: Breohobie Barrier 

7. Linbiny Zone 

8. Hominy: Breohobie Barrier 



nri ^ Because of its many straights and hairpins. Eternity Pass 
is a difficult trach to linh entirely. Try to maximize your multiplier uiith 
many small drifts along the straights, and then bust big drifts around 
the uiider hairpin turns uihile the speed meter is in the green or blue. 



BriftTi|pe:Ciosed-Troch Circuit Lops:B/R 

Series#; BB Record: 60,000 

Length [m]:B.S 










Carbon marks the nearly full integration of Need for 
Speed into the online world. Rankings of the best 
results from all game types, in every mode, on every 
track, are collected and count toward the online 
leaderboards. Even solo games are ranked, so if you 
happened to be in the zone one night and do phenom- 
enally well on a track, the entire world will know it’s 
you they have to beat now! 

You can play online multiplayer in six modes: 

• Circuit •Pursuit Tap 

• Sprint • Pursuit Knocliout 

• Speedtrap •Canyon Duet 

The online menu doesn’t exist anymore. Simply 
choose the desired race type in Quick Race and select 
“Xbox Live/Online” in the race options and you’re auto- 
matically online, playing against other human racers 
around the world. 


Shad am Cars 



An amazing feature is the ability to record your own 
shadow car on any ranked track. Then you can race 
against that shadow car on that track at any time. Use 
this feature to continually challenge yourself to improve 
your performance and better your racing skills. 

If you are online, you can download the current 
leader’s shadow car for any track and race against 
it. If you follow the current world leaders through the 
tracks to find out all of their best racing lines and 
which cars they use, you will undoubtedly improve your 
racing skills. 


ISI01~E If you beof the douinlooded shodom of the currenf 
race leader, your shadoui is aufomafically uploaded lo NeedforSpeed 
.com. The resT of The uiorld is noiu yuntiloQ for youl 






Phata niadB 



You can take a photo of your current car in any solo 
race or from the Safe House, and have it automati- 
cally sent to your personal site on NeedforSpeed.com 


Attached to each submitted photo is detailed infor- 
mation on your car, including all of the modifications 
from performance packages down to each sculpted 
visual upgrade. 

Each player is limited to 10 pictures (if you take 
more than 10, you’ll be asked to overwrite your 
oldest photo), and to use this feature you must first 
link your online Gamertag to your account at Need- 
forSpeed.com. 


nri 1^ Use Photo mode to shomcose ijour cars on the uiortd stogel 






■ - 1 
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Online Canyon 
Races differ slightly 
from regular 
Canyon Duels 
offline. The following 
conditions apply: 


• Cor-to-cor collisions ore turned off. • There Is no folling-behind timer. 


•There Isnoopponent-possedtimer. 


^Xbax LivE niarkEtph 


acE 




% 


The Xbox Live Marketplace will be humming with 
activity as EA Canada releases tons of additional 
content for Need for Speed Carbon. 

Eventually you will be able to purchase bundles 
of cars, performance modifications, visual up- 
grades, and even exclusively online cars. Use the 
content in single-player, split-screen, or even take- 
k all races online! 


E Vou con roce mith friends in ony of the Co-op 
Chottenge Series events. 


The online dynamics of Canyon Races are totally 
different from offline play, so keep these new rules in 
mind when going for gold online. Remember, however, 
that breakable roadside barriers are still present in 
these races; careless racing sends you through them 
and off the cliffs — game over! 


"ITI ^ Congon Races don't require the fastest cars. Rich a Tuner 
uiith maxed-out hondting and occeterotion. 











v: ^ ^ 


This multiplayer-only game focuses on up to eight 
players competing in an “every man for himself” style. 
Racers rip around a short Circuit track, and the last 
one around each time is transformed into a cop. 

The dynamics of the game change dramatically 
after the first lap and exponentially after the second 
and all subsequent laps as the number of police 
pursuing the remaining racers increases until there is 
only one racer left. 

The objectives vary depending on whether you’re 
playing as a racer or as a cop. As a racer, your objec- 
tive is to stay in the lead and post your best time to 
the leaderboards. As a cop, your objective is to hinder 
the racers by crashing into them. 

When transformed into a cop, your vehicle (which 
varies depending on the tier of the race) is spawned 
on the side of the road a few hundred feet ahead of 
the lead racer. This gives you enough time to step on 
the gas and begin your pursuit. 


From the day Need for Speed: Most Wanted hit the 
shelves, gamers were asking: “When do we get to 
be the cops?” The answer is: Now, in two exclusively 
online race modes! 

Pursuit KO and Tag modes are most definitely 
going to be fan favorites. Here’s the 41 1 : 


When there is only one racer left, that racer runs 
two additional laps around the track. This gives all 
cops a chance to stop the racer or at least amass 
the most points in the attempt. The cop’s base colli- 
sion score for the preceeding hit is multiplied if the 
racer hits a wall or spins out within five seconds of 
the hit. 


Pursuit Knankaut 


• OpponenHiirsmoll: 2x bonus 



• Opponent spins ISO deprees: 3x bonus 

• Opponent spins 300 deyrees: 3x bonus 

Note: Multipliers are cumulative so a Wall Hit plus 
a 1 80 is worth a 6x multiplier. 

A racer who is slowed by the police before the finish 
line is busted, and no time is posted. 

At the end of the race, the cops are ranked 
according to the scores that they amassed trying to 
stop the other racers. 







Cops earn points as follows: 

• Nore points ore oiuordeil for hitfino o rocer of hipher speerls. 

• The number of points otuortlet] rises accortliny to the racer's speetl. 

• Points are tloubietl for hiyh-speetl hearl-on coiiisions betuieen cops anti racers. 

• nfter the initiai contact, cops tlo not continue to score points for yrintliny racers 
intouiaiis anti so forth. 

• Each collision score is subject to a motlifier tiepentliny on the racer's current 
position in the race [from 20 percent if the rocer is in seventh place to 100 percent 
if the racerisinthelearl]. 



^Pursuit Knackaut StratEgiss \ | 


Cops have unrestricted movement through the 
city during these events, and can drive right 
through race barriers to set up roadblocks and 


L attack racers from side streets and shortcuts. 




Ji 


"FI P lls a cop, the lead racer is morth the most points to you. h 
head-on uiith that racer mill give you a massive lead in points — hut 
it's also the mostrishy! 


• Scores are also modiped dependiny on the lap that is under uiatj at the time of the 
collision [from 40 percent duriny the eiyhth lap to 100 percent during lost lap]. 

• Cop scores are tallied and reset after each lap [the lap is determined bt| the lead 
racer, not btj a cop or another racer). 



• Only the best cop score for each lap is saved: scores are not tallied or averayed 
overall laps. 







• Mi [he most of ijour eiyhl seconds of immunifij uihen you become the racer. Turn 
around and drive Through The surrounding cop cars To force Them To puii 180's and 
begin Their pursuit. 


• tise your e-brahe! ttigh-speed Technicat Turning can ieave poiice chasing nothing 
but darti asphait after you putt a tight 180 and peet off in the opposite direction. For 
the best resutts. execute this move lust os the cop is ciosing in for a coiiision. 


Pursuit Tag games 
take place in the 
open streets of 
Palmont City, 
where one racer 
is pitted against 
a team of cops. 
When a cop busts 
the racer, he 
becomes the new 
racer. At the end 
of a set game 
length, the winner 
is the player with 
the most time 
spent as the racer, 
which is shown as 
the percentage 
onscreen. 


The event is 
played with one 
racer against 
multiple cops. At 
the start, cops are distributed around the racers at 
distances of about 200 meters. 


The racer’s role is to: 


• Evade the potice for as tong as possibte uihite an evasion timer beeps trach. 8fter 
one minute, houiever. the racer is automaticaiiy changed. This baiances piay so that 
a racer cannot automaticatty min the game by hiding. 


• 8s a cop. bemare ramming the racer head on as the Rhinos do. if you miss, you are 
hard pressed to get bach on trach. 


A cop’s role is to: 

• Bust the racer. 


• 8e amare that the best cars for tag are not necessarity the fastest. The best- 
performing cars have the best acceteration and handting. 


• By doing that, you become the racer. Somehmes severat cops contribute to a bust. The one mho 
contributed most is seiected as ihe nem racer. 

When a racer is busted, the new racer gets an 
eight-second head start during which he can drive 
through solid objects on the road, including cop cars. 
This gives the racer time to get his bearings and rip 
off down the road before being set upon by a horde of 
black and whites. 



• Use pursuit breahers! There is nothing more satisfying that dropping a ton of pipes 
onto pursuing human cops. Rii types of pursuit breahers can give you a massive 
advantage mhite getting amay from the S-8. 

• tf you remember any hiding spots around tomn. duch into them momentarity to 
evade cops. Remember, though, that cops can see you on their radar, so you mon't 
be abietohideforiong. 

• fls the racer, mahe unexpected turns at the tast second so cops ctose behind ore 
caught off guard and tahe mrong turns. This tactic morhs especiaiiy meii mith 
enciosed highmoy off-ramps or tunneis. 


^ If 0 player slays Ihe racer for one minule, he gels a lime 
honus; five seconds for each opponeni in Ihe game for a maximum 
bonus of 35 seconds. 
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Canyon Duels are point-based, and race lines are useless when you’re trying to stick to the opponent like glue. 
Ignore everything you’ve learned; this is a completely different style of racing. You have two objectives only: Earn 
as many points as possible by sticking to the leader in Stage 1 and then keeping them off your tail in Stage 2, an 
staying on the road! 

The reason Canyon Duels are so dangerous is the 
numerous breakable barriers found along the length of 
the tracks. We’ve identified all of the breakable barriers 
on these tracks, so watch for them! 


slCTE Canyon Duels are raced on Sprinf frachs Ihaf 
you've already seen fProuphoul fhe game. Refer bach lo the Sprint race 
section if you reyuire more info on each trach. 




Series#:] 

Length [in]:4.S 

].-S.Uarning:Dredhable Barrier 


T"l P The closer you ore to the opponent's cor in Stage I, the 
more points you earn. Rut don't hit them, or you're doched S.OOO points! 


Laps:N/ll Series#: 2 Laps:N/l) 

Record: lO.OOO Length [m]: 4.4 Record: lO.OOO 

I.-IO. Naming: Breahahie Barrier 









Series #: 3 Laps: N/R 

Lenylh [id]: 3.2 Record: 10.000 

].-O.Uarnino:Oreahable Rarrier 


"Tl P In this fuio-stoye race, earn points bij chasing the tead 
racer, fl plager iiiho drives off the cliff loses the race immediatelg. 
Collision detection is turned off in Online Canyon Duel to rnahe it a pure 
test of driving shill! 


CappBP Ridge 



Series#: 4 
Length [m]:2.4 

l.-S. Naming: Oreahabie Rarrier 


Laps: N/R 
Record: 10.000 


FI F* Vou con buy neui cars at cor lots, or uiith the pinh slips 
from bosses you defeat. If you don't hove enough money, consider 
selling cars that you ore not using to raise the cosh. 











l.-S. Naming: Breahable Barrier 


HniFs’s EdgB 



Series #: G Laps: N/B 

Leng[h[iii]:B.4 Becord:]B.BBB 

I -5. Naming: Brealinbie Barrier 



INICI'TE Vou can improve your car's performance by 
unloching neui parts and installing them in your Safe House. Your initial 
car mill be no match for tougher opponents no matter horn much you 
upgrade it, so at some point you should acyuire a nem ride. 







Series#:? Laps:N/l) 

Lenyih [m]: 2.S Record: 10.000 

1.-5. Uarning:Oreohal]le Barrier 


Tl Collect Canyon Duel ranh points and climb the leaderboards. 
Ninning on score mill get you one ranh point. If your opponent drives off 
the cliff, you get tmo points and your opponent loses one point. 


EtBrnitg Pass 



Series #:0 Laps:N/fl 

Length [m]: 3.1 Record: 10.000 

l.-S. Naming: Oreahable Barrier 







IMML 


Eald Vallsy Run 


Series #: 9 
Lenylh [in]:2.5 

1.-5. Naming: Breahabie Barrier 


Laps: N/B 
Becortl:]B.BBB 


Lofty Huiyhts DauinhiH 




Series#: IB 
Lengih [m]:3.S 

I -S. Naming: Breababie Barrier 


Laps: N/B 
Becord:]B.BBB 


"Tl P Use your brohes around sharp corners. It's often better 
to slouj douin before the turn than to hit a mail and let your opponent 
speed amay. 






Exotic Ears or Zone Rauiards 


Kempton 

Zone Name 

Zone Reward 

Eskuri Plaza 

Engine — Tier 2 Street Package 

Kempton Holdings 

Ford Mustang GT 

Morgan Beach 

Mercedes SL65 AMG 

Newport Industrial Park 

Transmission — ^Tier 2 Pro Package 

The Projects 

Vauxhall Monaro VXR 


Fortuna 

Zone Name 

Zone Reward 

Fortuna Heights 

Turbo — Tier 1 Street Package 

Hills Borough 

Brakes — Tier 1 Street Package 

Ocean View 

Lotus Elise 

Palmont University 

Turbo — Tier 1 Pro Package 

South Fortuna 

Transmission — Tier 1 Street Package 


SilvGrton 

Zone Name 

Zone Reward 

Canmor Downs 

Porsche Carrera GT 

Diamond Hills 

Lamborghini Gallardo 

Infinity Park 

Toyota Supra 

Neon Mile 

Mercedes SLR Mclaren 

Shady Pine 

Chevrolet Z06 Corvette 

Silverton Refinery 

Subaru Impreza WRX Sti 

Starlight Strip 

Ford GT 



Downtown 

Zone Name 

Zone Reward 

Billings District 

Brakes — Ter 2 Pro Package 

Historic Chinatown 

Renault Clio V6 

Kings Park 

Suspension — Tier 2 Pro Package 

Mason District 

Porsche Cayman S 

Old Ouarter 

Mitsubishi Eclipse GT 


CareGr Unlock 

Gvent Reward 

Zone Name 

Gvent Name 

GvGnt TypG 

Cash 

Body Kits — Package 1 

South Fortuna 

York Road 

Sprint 

$5,000 

Body Kits — Package 2 

Morgan Beach 

Morgan Beach Off-Ramp 

Checkpoint 

$12,000 

Body Kits — Package 3 

Billings District 

Mason Street 

Sprint 

$15,000 

Body Kits — Package 4 

Newport Industrial Park 

Devil’s Creek Pass 

Canyon Drift 

$18,000 

Body Vinyls — Package 1 

Mason District 

Park Drive 

Speedtrap 

$12,000 

Body Vinyls — Package 2 

Did Ouarter 

Knight Street 

Checkpoint 

$15,000 

Brakes — ^Tier 1 Pro Package 

Ocean View 

Verona Tunnel 

Sprint 

$7,500 

Brakes — ^Tier 2 Street Package 

The Projects 

Foundry Road 

Speedtrap 

$12,000 

Brakes & Suspension — Ter 3 Racing Package 

Infinity Park 

Gray Street 

Checkpoint 

$25,000 

Brakes & Suspension — Tier 3 Street Package 

Diamond Hills 

Savannah Street 

Circuit 

$20,000 

Brakes & Suspension — Ter 3 Pro Package 

Neon Mile 

Desperation Ridge 

Canyon Sprint 

$50,000 

Candy Paint 

Eskuri Plaza 

Eskuri Plaza 

Checkpoint 

$15,000 

Chrome Paint 

Kempton Holdings 

Petersburg Dam 

Sprint 

$15,000 

Dodge Challenger Concept 

Silverton Refinery 

Desperation Ridge 

Canyon Duel (Angie) 

$25,000 

Dodge Viper SRT-10 

Shady Pine 

Bowen Avenue 

Speedtrap 

$25,000 

Engine — ^Tier 3 Racing Package 

Silverton Refinery 

Brooks Street 

Circuit 

$25,000 

Engine — ^Tier 1 Pro Package 

Ocean View 

Skyline Avenue 

Circuit (Wolf Boss) 

$7,500 

Engine — ^Tier 1 Street Package 

Hills Borough 

North Bellezza 

Sprint 

$7,500 

Engine — ^Tier 2 Pro Package 

Kempton Holdings 

Kempton Docks 

Circuit (Angie Boss) 

$15,000 

Engine — ^Tier 3 Pro Package 

Infinity Park 

Eagle Drive 

Sprint 

$25,000 

Engine — ^Tier 3 Street Package 

Starlight Strip 

Troy 

Checkpoint 

$20,000 

Exhaust Tps 

Kings Park 

Devil’s Creek Pass 

Canyon Sprint 

$18,000 

Flame Vinyls 

Hills Borough 

Lofty Heights Downhill 

Canyon Sprint 

$7,500 

Hoods — Package 1 

South Fortuna 

Ocean View 

Circuit 

$5,000 

Hoods — Package 2 

Mason District 

Lincoln Boulevard 

Sprint 

$12,000 






€xotic Career Unlock List (Continued) 


GvGnt Reward 

Zone Name 

Event Name 

Event Type 

Cash 

Hoods — Package 3 

Newport Industrial Park 

Mission Street 

Sprint 

$18,000 

Iridescent Paint 

Kings Park 

Garden Boulevard 

Circuit 

$18,000 

Lamborghini Murcielago 

Canmor Downs 

Deadfall Junction 

Canyon Duel (Wolf) 

$25,000 

Lancer EVOLUTION IX 

Infinity Park 

Journeyman’s Bane 

Canyon Duel (Kenji) 

$25,000 

Matte Paint 

□Id Quarter 

Gold Valley Run 

Canyon Sprint 

$15,000 

Metallic Paint 

Hills Borough 

Lofty Heights Downhill 

Canyon Drift 

$7,500 

Nissan 350z 

Starlight Strip 

North Broadway 

Circuit 

$20,000 

Nitrous — ^Tier 1 Racing Package 

Palmont University 

University Avenue 

Checkpoint 

$10,000 

Nitrous — ^Tier 2 Racing Package 

Newport Industrial Park 

Newport Trainyard 

Speedtrap 

$18,000 

Nitrous Sl Tires — Ter 1 Pro Package 

Ocean View 

Million Dollar Drive 

Speedtrap 

$7,500 

Nitrous & Tires — Ter 1 Street Package 

Fortune Heights 

Agostini Avenue 

Sprint 

$5,000 

Nitrous Sl Tires — Tier 2 Pro Package 

Billings District 

Mason Fountain 

Speedtrap 

$15,000 

Nitrous & Tires — Tier 2 Street Package 

Morgan Beach 

Beachfront 

Circuit 

$12,000 

Nitrous Sl Tires — Ter 3 Pro Package 

Neon Mile 

Qlympic Boulevard 

Speedtrap 

$20,000 

Nitrous & Tires — Tier 3 Racing Package 

Shady Pine 

Paradise Hotel 

Circuit 

$25,000 

Nitrous & Tires — Ter 3 Street Package 

Diamond Hills 

Deadfall Junction 

Canyon Sprint 

$20,000 

Plymouth® Barracuda 

Canmor Downs 

Blackwell Road 

Checkpoint 

$25,000 

Roof Scoops 

Eskuri Plaza 

Eskuri Way 

Speedtrap 

$15,000 

Spoilers — Package 1 

Fortune Heights 

Hills Borough Parkway 

Checkpoint 

$5,000 

Spoilers — Package 2 

The Projects 

Waterfront Road 

Sprint 

$12,000 

Spoilers — Package 3 

Kings Park 

Kings Park 

Drift 

$18,000 

Stripe Vinyls 

Morgan Beach 

Dover and Lepus 

Sprint 

$12,000 

Suspension — Ter 1 Pro Package 

Palmont University 

University Way 

Circuit 

$10,000 

Suspension — Ter 1 Street Package 

South Fortune 

Rabinowitz Drive 

Checkpoint 

$5,000 

Suspension — Tier 2 Street Package 

Kempton Holdings 

Stonewall Tunnel 

Speedtrap 

$15,000 

Transmission — Ter 1 Pro Package 

Palmont University 

City Courthouse 

Drift 

$10,000 

Transmission — Ter 2 Street Package 

Historic Chinatown 

Silk Road 

Circuit 

$12,000 

Transmission — Tier 3 Pro Package 

Diamond Hills 

Starlight Street 

Sprint 

$20,000 

Transmission — Ter 3 Racing Package 

Silverton Refinery 

Journeyman’s Bane 

Canyon Drift 

$25,000 

Transmission — Ter 3 Street Package 

Neon Mile 

The Neon Mile 

Checkpoint 

$20,000 

Tribal Vinyls 

Historic Chinatown 

Kimei Temple 

Drift 

$12,000 

Turbo — Ter 2 Pro Package 

Old Quarter 

North Road 

Circuit (Kenji Boss) 

$15,000 

Turbo — Tier 2 Street Package 

Mason District 

Main Street 

Circuit 

$12,000 

Turbo — Ter 3 Pro Package 

Canmor Downs 

Canmor Road 

Speedtrap 

$25,000 

Turbo — Tier 3 Racing Package 

Shady Pine 

Spade Street 

Sprint 

$25,000 

Turbo — Tier 3 Street Package 

Starlight Strip 

Silverton Way 

Sprint 

$20,000 

Wheels — Package 1 

Fortune Heights 

Condo Row 

Circuit 

$5,000 

Wheels — Package 2 

Historic Chinatown 

Chinatown Tram 

Sprint 

$12,000 

Wheels — Package 3 

Billings District 

Lookout Point 

Canyon Drift 

$15,000 

Wheels — Package 4 

Eskuri Plaza 

Knife’s Edge 

Canyon Drift 

$15,000 

Window Tint 

The Projects 

Dover Street 

Circuit 

$12,000 


^ [a rsEr CamplEtian Rstuards 


1 When you beat Darius in a Canyon Duel at Eternity Pass to complete the game, you earn the following 1 

rewards: 


• Hudi Le Nans quaNro • Ford Shelbq GT500 

• SiacRedDechCreuiVinql , 

•DodQeCharqerSRT-8 • Nissan ShqlineGT-RRK 

• VHGolfR3R 1 

^ 





[JIuscIe Ear bee Zana Rautards 


Fortuna 

Zone Name 

Zone Reward 

Fortuna Heights 

Vauxhall Monaro VXR 

Hills Borough 

Lotus Elise 

Ocean View 

Transnnission - Tier 2 Pro Package 

Palmont University 

Engine - Tier 2 Pro Package 

South Fortuna 

Porsche Cayman S 



Downtown 

Zone Name 

Zone Reward 

Billings District 

Brakes - Ter 2 Pro Package 

Kings Park 

Mitsubishi Eclipse GT 

Historic Chinatown 

Turbo - Tier 2 Pro Package 

Mason District 

Dodge Charger SRT-8 

Old Ouarter 

Renault Clio V6 


Kempton 


Zone Name 

Zone Reward 

Eskuri Plaza 

Transmission Tier 1 Pro Package 

Kempton Holdings 

Ford Mustang GT 

Morgan Beach 

Engine - Tier 1 Pro Package 

Newport Industrial Park 

Transmission - Tier 1 Street Package 

The Projects 

Engine - Tier 1 Street Package 


Silv€rton 

Zone Name 

Zone Reward 

Canmor Downs 

Chevrolet Z06 Corvette 

Diamond Hills 

Ford Shelby GT500 

Infinity Park 

Mercedes SLR Mclaren 

Neon Mile 

Dodge Viper SRT-10 

Shady Pine 

Toyota Supra 

Silverton Refinery 

Ford GT 

Starlight Strip 

Plymouth Barracuda 


Muscle Career Unlock List 

Gvent Reward 

Zone Name 

Gvent Name 

GvGnt TypG 

Cash 

Body Kits — Package 1 

Eskuri Plaza 

Eskuri Plaza 

Checkpoint 

$7,500 

Body Kits — Package 2 

South Fortuna 

Dcean View 

Circuit 

$12,000 

Body Kits — Package 3 

Dcean View 

Verona Tunnel 

Sprint 

$15,000 

Body Kits — Package 4 

Kings Park 

Kings Park 

Drift 

$18,000 

Body Vinyls — Package 1 

Hills Borough 

Lofty Heights Downhill 

Canyon Sprint 

$15,000 

Body Vinyls — Package 2 

Palmont University 

University Avenue 

Checkpoint 

$18,000 

Brakes — ^Tier 1 Pro Package 

Newport Industrial Park 

Devil’s Creek Pass 

Canyon Drift 

$10,000 

Brakes — ^Tier 1 Street Package 

Kempton Holdings 

Stonewall Tunnel 

Speedtrap 

$7,500 

Brakes — ^Tier 2 Street Package 

Historic Chinatown 

Silk Road 

Circuit 

$12,000 

Brakes & Suspension — Tier 3 Racing Package 

Infinity Park 

Gray Street 

Checkpoint 

$25,000 

Brakes & Suspension — Ter 3 Street Package 

Diamond Hills 

Savannah Street 

Circuit 

$20,000 

Brakes & Suspension — Tier 3 Pro Package 

Neon Mile 

Desperation Ridge 

Canyon Sprint 

$20,000 

Candy Paint 

Billings District 

Mason Fountain 

Speedtrap 

$15,000 

Chrome Paint 

Historic Chinatown 

Chinatown Tram 

Sprint 

$12,000 

Dodge Challenger Concept 

Silverton Refinery 

Desperation Ridge 

Canyon Duel (Angie) 

$25,000 

Engine — ^Tier 3 Racing Package 

Silverton Refinery 

Brooks Street 

Circuit 

$25,000 

Engine — ^Tier 2 Street Package 

Dcean View 

Skyline Avenue 

Circuit (Wolf Boss) 

$15,000 

Engine — ^Tier 3 Pro Package 

Infinity Park 

Eagle Drive 

Sprint 

$25,000 

Engine — ^Tier 3 Street Package 

Starlight Strip 

Troy 

Checkpoint 

$20,000 

Exhaust Tps 

Fortuna Heights 

Hills Borough Parkway 

Checkpoint 

$12,000 

Flame Vinyls 

Morgan Beach 

Beachfront 

Circuit 

$5,000 

Hoods — Package 1 

Morgan Beach 

Morgan Beach Dff-Ramp 

Checkpoint 

$5,000 

Hoods — Package 2 

Mason District 

Main Street 

Circuit 

$12,000 

Hoods — Package 3 

Palmont University 

University Way 

Circuit 

$18,000 

Iridescent Paint 

South Fortuna 

Rabinowitz Drive 

Checkpoint 

$12,000 

Lamborghini Gallardo 

Shady Pine 

Bowen Avenue 

Speedtrap 

$25,000 

Lamborghini Murcielago 

Canmor Downs 

Deadfall Junction 

Canyon Duel (Wolf) 

$25,000 

Lancer EVDLUTIDN IX 

Infinity Park 

Journeyman’s Bane 

Canyon Duel (Kenji) 

$25,000 

Matte Paint 

Hills Borough 

North Bellezza 

Sprint 

$15,000 

Metallic Paint 

The Projects 

Waterfront Road 

Sprint 

$5,000 

Nissan 350z 

Canmor Downs 

Blackwell Road 

Checkpoint 

$25,000 

Nitrous — Tier 1 Racing Package 

Newport Industrial Park 

Newport Trainyard 

Speedtrap 

$10,000 





MuscIg Career Unloc 

c List (Continued) 

GvGnt Reward 

Zone Name 

Event Name 

Event Type 

Cash 

Nitrous — ^Tier 2 Racing Package 

Kings Park 

Garden Boulevard 

Circuit 

$18,000 

Nitrous Si Tires — Tier 1 Pro Package 

Eskuri Plaza 

Eskuri Way 

Speedtrap 

$7,500 

Nitrous Si Tires — Tier 1 Street Package 

Morgan Beach 

Dover and Lepus 

Sprint 

$5,000 

Nitrous Si Tires — Ter 2 Pro Package 

Ocean View 

Million Dollar Drive 

Speedtrap 

$15,000 

Nitrous Si Tires — Ter 2 Street Package 

Fortune Heights 

Condo Row 

Circuit 

$12,000 

Nitrous Si Tires — Tier 3 Pro Package 

Neon Mile 

Olympic Boulevard 

Speedtrap 

$20,000 

Nitrous Si Tires — Tier 3 Racing Package 

Shady Pine 

Paradise Hotel 

Circuit 

$25,000 

Nitrous Si Tires — Tier 3 Street Package 

Diamond Hills 

Deadfall Junction 

Canyon Sprint 

$20,000 

Roof Scoops 

Palmont University 

City Courthouse 

Drift 

$18,000 

Spoilers — Package 1 

Newport Industrial Park 

Mission Street 

Sprint 

$10,000 

Spoilers — Package 2 

Fortune Heights 

Agostini Avenue 

Sprint 

$12,000 

Spoilers — Package 3 

Kings Park 

Devil’s Creek Pass 

Canyon Sprint 

$18,000 

Stripe Vinyls 

Mason District 

Park Drive 

Speedtrap 

$12,000 

Subaru Impreza WRX Sti 

Starlight Strip 

North Broadway 

Circuit 

$20,000 

Supercharger — Ter 1 Pro Package 

Kempton Holdings 

Kempton Docks 

Circuit (Angie Boss) 

$7,500 

Supercharger — Ter 1 Street Package 

The Projects 

Dover Street 

Circuit 

$5,000 

Supercharger — Tier 2 Street Package 

Mason District 

Lincoln Boulevard 

Sprint 

$12,000 

Suspension — Tier 1 Pro Package 

Eskuri Plaza 

Knife’s Edge 

Canyon Drift 

$7,500 

Suspension — Ter 1 Street Package 

The Projects 

Foundry Road 

Speedtrap 

$5,000 

Suspension — Tier 2 Pro Package 

Old Ouarter 

North Road 

Circuit (Kenji Boss) 

$15,000 

Suspension — Ter 2 Street Package 

South Fortune 

York Road 

Sprint 

$12,000 

Transmission — Ter 2 Street Package 

Old Ouarter 

Gold Valley Run 

Canyon Sprint 

$15,000 

Transmission — Ter 3 Pro Package 

Diamond Hills 

Starlight Street 

Sprint 

$20,000 

Transmission — Tier 3 Racing Package 

Silverton Refinery 

Journeyman’s Bane 

Canyon Drift 

$25,000 

Transmission — Ter 3 Street Package 

Neon Mile 

The Neon Mile 

Checkpoint 

$20,000 

Tribal Vinyls 

Old Quarter 

Knight Street 

Checkpoint 

$15,000 

Turbo — Ter 3 Pro Package 

Canmor Downs 

Canmor Road 

Speedtrap 

$25,000 

Turbo — Ter 3 Racing Package 

Shady Pine 

Spade Street 

Sprint 

$25,000 

Turbo — Ter 3 Street Package 

Starlight Strip 

Silverton Way 

Sprint 

$20,000 

Wheels — Package 1 

Kempton Holdings 

Petersburg Dam 

Sprint 

$7,500 

Wheels — Package 2 

Historic Chinatown 

Kimei Temple 

Drift 

$12,000 

Wheels — Package 3 

Hills Borough 

Lofty Heights Downhill 

Canyon Drift 

$15,000 

Wheels — Package 4 

Billings District 

Mason Street 

Sprint 

$15,000 

Window Tints 

Billings District 

Lookout Point 

Canyon Drift 

$15,000 


f^arsEr EamplBtian RsuMards 



When you beat Darius in a Canyon Duel at Eternity Pass to complete the game, you earn the following 

1 

rewards: 

, •HudiLeNansquartro • Nissan Shqline GT-R R34 

• Slacked Deck CremVinql 


1 •NercedesSLGGRNG •Porsche Carrera GT 

• VHGolfRSR 





Tuner Career Zone Rewards 


Fortuna 

Zone Name 

Zone Reward 

Fortuna Fleights 

Renault Clio V6 

Flills Borough 

Porsche Cayman S 

Ocean View 

Brakes - Tier 2 Pro Package 

Palmont University 

Transmission - Tier 2 Pro Package 

South Fortuna 

Lotus Elise 



Downtown 

Zone Name 

Zone Reward 

Billings Oistrict 

Brakes - Tier 1 Pro Package 

Flistoric Chinatown 

Engine - Ter 1 Pro Package 

Kings Park 

Engine - Ter 1 Street Package 

Mason Oistrict 

Transmission - Tier 1 Street Package 

Old Ouarter 

Mitsubishi Eclipse GT 


Kempton 


Zone Name 

Zone Reward 

Eskuri Plaza 

Suspension - Tier 2 Pro Package 

Kempton Floldings 

Vauxhall Monaro VXR 

Morgan Beach 

VW Golf R32 

Newport Industrial Park 

Engine - Tier 2 Street Package 

The Projects 

Ford Mustang GT 


Silv€rton 

Zone Name 

Zone Reward 

Canmor Oowns 

Nissan Skyline GT-R R34 

Oiamond Flills 

Nissan 350Z 

Infinity Park 

Ford GT 

Neon Mile 

Toyota Supra 

Shady Pine 

Oodge Viper SRT-10 

Silverton Refinery 

Mercedes SLR Mclaren 

Starlight Strip 

Subaru Impreza WRX ST (S204] 


Tuner Career I 

Jnlock List 

Gvent Reward 

Zone Name 

Event Name 

EvGnt Type 

Cash 

Body Kits — Package 1 

Mason District 

Lincoln Boulevard 

Sprint 

$5,000 

Body Kits — Package 2 

Fortuna Fleights 

Condo Row 

Circuit 

$12,000 

Body Kits — Package 3 

Ocean View 

Verona Tunnel 

Sprint 

$15,000 

Body Kits — Package 4 

Palmont University 

University Way 

Circuit 

$18,000 

Body Vinyls — Package 1 

Flills Borough 

Lofty Fleights Downhill 

Canyon Sprint 

$15,000 

Body Vinyls — Package 2 

Flills Borough 

Lofty Fleights Downhill 

Canyon Drift 

$15,000 

Brakes — ^Tier 1 Street Package 

Mason District 

Main Street 

Circuit 

$5,000 

Brakes — ^Tier 2 Street Package 

Kempton Floldings 

Stonewall Tunnel 

Speedtrap 

$15,000 

Brakes & Suspension — Ter 3 Racing Package 

Infinity Park 

Gray Street 

Checkpoint 

$25,000 

Brakes & Suspension — Tier 3 Street Package 

Diamond Flills 

Savannah Street 

Circuit 

$20,000 

Brakes & Suspension- Ter 3 Pro Package 

Neon Mile 

Desperation Ridge 

Canyon Sprint 

$20,000 

Candy Paints 

Eskuri Plaza 

Eskuri Way 

Speedtrap 

$15,000 

Chevrolet Z06 Corvette 

Canmor Downs 

Blackwell Road 

Checkpoint 

$25,000 

Chrome Paint 

The Projects 

Dover Street 

Circuit 

$12,000 

Dodge Challenger Concept 

Silverton Refinery 

Desperation Ridge 

Canyon Duel (Angie) 

$25,000 

Engine — Tier 3 Racing Package 

Silverton Refinery 

Brooks Street 

Circuit 

$25,000 

Engine — ^Tier 2 Pro Package 

Ocean View 

Skyline Avenue 

Circuit (Wolf Boss) 

$15,000 

Engine — ^Tier 3 Pro Package 

Infinity Park 

Eagle Drive 

Sprint 

$25,000 

Engine — ^Tier 3 Street Package 

Starlight Strip 

Troy 

Checkpoint 

$20,000 

Exhaust Tps 

The Projects 

Foundry Road 

Speedtrap 

$12,000 

Flame Vinyls 

Billings District 

Lookout Point 

Canyon Drift 

$7,500 

Floods — Package 1 

Old Quarter 

Knight Street 

Checkpoint 

$7,500 

Floods — Package 2 

South Fortuna 

Rabinowitz Drive 

Checkpoint 

$12,000 

Floods — Package 3 

Eskuri Plaza 

Knife’s Edge 

Canyon Drift 

$15,000 

Iridescent Paints 

Newport Industrial Park 

Devil’s Creek Pass 

Canyon Drift 

$18,000 

Lamborghini Gallardo 

Shady Pine 

Bowen Avenue 

Speedtrap 

$25,000 

Lamborghini Murcielago 

Canmor Downs 

Deadfall Junction 

Canyon Duel (Wolf) 

$25,000 

Lancer EVOLUTION IX 

Infinity Park 

Journeyman’s Bane 

Canyon Duel (Kenji) 

$25,000 

Matte Paint 

Palmont University 

University Avenue 

Checkpoint 

$18,000 

Metallic Paint 

Morgan Beach 

Dover and Lepus 

Sprint 

$12,000 

Nitrous — Ter 1 Racing Package 

Kings Park 

Devil’s Creek Pass 

Canyon Sprint 

$10,000 

Nitrous — Tier 2 Racing Package 

Newport Industrial Park 

Newport Trainyard 

Speedtrap 

$18,000 

Nitrous & Tires — ^Tier 1 Pro Package 

Billings District 

Mason Fountain 

Speedtrap 

$7,500 




TuRGr CarGer Unlock List (ContinuGd) 

GvGnt Reward 

Zone Name 

Event Name 

Event Type 

Cash 

Nitrous & Tires — Tier 1 Street Package 

Mason District 

Park Drive 

Speedtrap 

$5,000 

Nitrous Sl Tires — Tier 2 Pro Package 

Qcean View 

Million Dollar Drive 

Speedtrap 

$15,000 

Nitrous Si Tires — Tier 2 Street Package 

Morgan Beach 

Beachfront 

Circuit 

$12,000 

Nitrous & Tires — Tier 3 Pro Package 

Neon Mile 

Olympic Boulevard 

Speedtrap 

$20,000 

Nitrous Si Tires — Tier 3 Racing Package 

Shady Pine 

Paradise Hotel 

Circuit 

$25,000 

Nitrous Si Tires — Ter 3 Street Package 

Diamond Hills 

Deadfall Junction 

Canyon Sprint 

$20,000 

Plymouth® Barracuda 

Starlight Strip 

North Broadway 

Circuit 

$20,000 

Roof Scoops 

Old Quarter 

Gold Valley Run 

Canyon Sprint 

$7,500 

Spoilers — Package 1 

Historic Chinatown 

Silk Road 

Circuit 

$5,000 

Spoilers — Package 2 

The Projects 

Waterfront Road 

Sprint 

$12,000 

Spoilers — Package 3 

Palmont University 

City Courthouse 

Drift 

$18,000 

Stripe Vinyls 

Morgan Beach 

Morgan Beach Off-Ramp 

Checkpoint 

$12,000 

Suspension — Tier 1 Pro Package 

Kings Park 

Kings Park 

Drift 

$10,000 

Suspension — Ter 1 Street Package 

Historic Chinatown 

Chinatown Tram 

Sprint 

$5,000 

Suspension — Tier 2 Street Package 

South Fortuna 

Ocean View 

Circuit 

$12,000 

Transmission — Ter 1 Pro Package 

Kings Park 

Garden Boulevard 

Circuit 

$10,000 

Transmission — Ter 2 Street Package 

Eskuri Plaza 

Eskuri Plaza 

Checkpoint 

$15,000 

Transmission — Ter 3 Pro Package 

Diamond Hills 

Starlight Street 

Sprint 

$20,000 

Transmission — Ter 3 Racing Package 

Silverton Refinery 

Journeyman’s Bane 

Canyon Drift 

$25,000 

Transmission — Ter 3 Street Package 

Neon Mile 

The Neon Mile 

Checkpoint 

$20,000 

Tribal Vinyls 

Fortuna Heights 

Hills Borough Parkway 

Checkpoint 

$12,000 

Turbo — Ter 1 Pro Package 

Old Quarter 

North Road 

Circuit (Kenji Boss) 

$7,500 

Turbo — Ter 1 Street Package 

Billings District 

Mason Street 

Sprint 

$7,500 

Turbo — Tier 2 Pro Package 

Kempton Holdings 

Kempton Docks 

Circuit (Angie Boss) 

$15,000 

Turbo — Tier 3 Pro Package 

Canmor Downs 

Canmor Road 

Speedtrap 

$25,000 

Turbo — Tier 3 Racing Package 

Shady Pine 

Spade Street 

Sprint 

$25,000 

Turbo — Ter 3 Street Package 

Starlight Strip 

Silverton Way 

Sprint 

$20,000 

Turbo — Tre 2 Street Package 

Fortuna Heights 

Agostini Avenue 

Sprint 

$12,000 

Wheels — Package 1 

Historic Chinatown 

Kimei Temple 

Drift 

$5,000 

Wheels — Package 2 

Kempton Holdings 

Petersburg Dam 

Sprint 

$15,000 

Wheels — Package 3 

Hills Borough 

North Bellezza 

Sprint 

$15,000 

Wheels — Package 4 

Newport Industrial Park 

Mission Street 

Sprint 

$18,000 

Window Tints 

South Fortuna 

York Road 

Sprint 

$12,000 


^EarsBr CamplEtian RsuMards 



When you beat Darius in a Canyon Duel at Eternity Pass to complete the game, you earn the following 

! 

rewards: 

• Nudi Le Nans yuafiro • Ford Shelby GTSOO 

• Porsche Carrera GT 


^ • Dodye Charyer SRT-8 • Hercedes SLGS DHG 

• SlachedDechCreui Vinyl 




• Cheals are acrivared in the yame ihrough the main menu. 

• Once activated, ttieij stay active. Von can't suiitcti them off uniess the yame is reset. 


• No cheats are saved in Career mode, except for the speciai vinyis. 

• honey cheats can oniy be used once per career. 




Cheat Codes 


Cheat Name 

Display Text 

psa 

Xbox 

NGC 

Unlimited NOS 

Infinite Nitrous! 

Left, Up. Left. Oown. Left. Oown. 
Right. SOUARE 

Left. Up. Left. Down. Left. Down. 
Right. X 

Left. Up. Left. Down. Left. Down. 
Right. X 

Unlimited Speed- 
breaker 

Infinite Speedbreaker! 

Oown. Right. Right. Left. Right. Up. 
Oown. SOUARE 

Down. Right. Right. Left. Right. Up. 
Down. X 

Down. Right. Right. Left. Right. Up. 
Down. X 

Unlimited Crew 
Charge 

Infinite Crew Charge! 

Oown. Up. Up. Right. Left. Left. Right. 
SOUARE 

Down. Up. Up. Right. Left. Left. 
Right. X 

Down. Up. Up. Right. Left. Left. 
Right. X 

Special Car NFS Car- 
bon Logo Vinyl Unlock 

Need for Speed Carbon Logo 
Vinyls Unlocked! 

Right. Up. Oown. Up. Oown. Left. 
Right. SQUARE 

Right. Up. Down. Up. Down. Left. 
Right. X 

Right. Up. Down. Up. Down. Left. 
Right. X 

Special Car “Card- 
board Box and Oriver” 
Vinyl Unlock 

Need for Speed Carbon 
Special Logo Vinyls Unlocked! 

Up. Up. Down. Down. Down. Down. 
Up. SQUARE 

Up. Up. Down. Down. Down. Down. 
Up. X 

Up. Up. Down. Down. Down. Down. 
Up. X 



PRIMA Tell us about your character Nikki in Need 
For Speed Carbon. Who is she and what’s her role in 
the story? 

EMMANUELLE VAUGIER Nikki is the central female char- 
acter in Need For Speed Carbon. She fell in love with the 
hero at the tender age of 17, and her heart was inevitably 
broken when he mysteriously disappeared. Five years later, 
when she’s all hurt, jaded, and angry, the hero returns 
looking for help. Perfect timing, right? He wants to reclaim 
his reputation as a racer and he wants to piece together 
what happened on that fateful night he disappeared. 

PRIMA This was your first time working on a video game; 
tell us how it all went down and how you liked it. 

E.V. I was actually on a ski lift in Lake Tahoe when my 
manager first approached me with the idea. It was some- 
thing I had never done before, and I thought it would be 
a great opportunity to reach a new audience. Moreover, I 
didn’t want to pass up the chance to be immortalized on 
a video game. This is definitely going to be a keepsake for 
validating my coolness in the future. “Look kids, mommy 
was ‘hip’ and ‘in-with-it’ once!’’ And the experience was a 
blast! I would do it again in a heartbeat. 

PRIMA Were all of your scenes filmed in front of a green 
screen? How did that go? 

E.\A Yeah, all my scenes were filmed in front of a green 
screen. I didn’t know where anything was, so everything 
was marked by Xs. This meant I would have to be very 


exact with my positioning and movement or else the game 
would show me walking through a pole or sitting on a wall 
or something else physically impossible. 

PRIMA Did you get a chance to play Carbon at all? What’s 
your favorite aspect of the game? 

E.\A I did! I got to play a bit of it when I was on the shoot. 

It was so much fun! I love canyon racing but I have yet to 
master it. I still have a tendency to drive off the cliff. 

PRIMA Have you ever ridden in a real world race car? Give 
us the 41 1 on that. 

EM I’m not an avid race car driver but I definitely have 
an interest in cars, especially the performance of cars. 
There’s actually a racing school, I think, out in Northern 
California, and I’ve always thought that would be something 
fun to do. 

PRIMA What’s your favorite car in real life versus favorite 
car in the game? 

EM The Aston Martin for both. It’s such a hot looking car! 
I’ve been in one before and it drives so quietly and I espe- 
cially like the push-start button. That’s cool. 

PRIMA What do your dogs Lily and Isabelle think of your 
busy lifestyle? Do you take them everywhere? 

EM. Lily and Isabelle are very supportive of my career. 
Luckily, EA was relaxed enough that I could bring them on 
to the set. They had a good time! And yes, I do try to take 
them with me as often as I can. 





Cars bu Class & Tier 

Car Manufacturer/Model 

Class 

TIgp 

Drivetrain 

GnginG 

HP (BHP) 

TorquG (Ib/ft) 

Price (S) 

Alfa Romeo Brera 

Exotic 

1 

AWD 

2.2L VB 

260 

237 

40,000 

Mercedes-Benz CLK 500 

Exotic 

1 

RWD 

5.2L 24- VB 

367 

376 

45,000 

Aston Martin DB9 

Exotic 

2 

RWD 

6.0L VI 2 

450 

420 

100,000 

Jaguar XK 

Exotic 

2 

RWD 

4.2L VB 

294 

303 

80,000 

Lotus Elise 

Exotic 

2 

RWD 

1.8L 16v-lnline4 

189 

133 

50,000 

Lotus Europa S 

Exotic 

2 

RWD 

Turbocharged 2.0L Inline 4 

200 

194 

N/A 

Mercedes-Benz SL65 AMG 

Exotic 

2 

RWD 

AMG Bi-Turbo VI 2 

604 

738 

125,000 

Porsche Cayman S 

Exotic 

2 

RWD 

3.4L 24v-Flat 6 

240 

201 

75,000 

Audi Le Mans quattro 

Exotic 

3 

AWD 

Bi-Turbo V10 

Unknown 

Unknown 

N/A 

BMW M3 GTR 

Exotic 

3 

RWD 

3.2L 24v-lnline 6 

350 

269 

N/A 

Ford GT 

Exotic 

3 

RWD 

5.4L Supercharged VB 

550 

500 

200,000 

Koenigsegg CCX 

Exotic 

3 

RWD 

Supercharged 4.7L VB 

806 

678 

N/A 

Lamborghini Gallardo 

Exotic 

3 

AWD 

5.0L VI 0 

520 

376 

175,000 

Lamborghini Murcielago 

Exotic 

3 

AWD 

6.2L 48V-V12 

572 

479 

225,000 

Lamborghini Murcielago LP640 

Exotic 

3 

AWD 

6.5L VI 2 

640 

487 

N/A 

Mercedes-Benz SLR McLaren 

Exotic 

3 

RWD 

AMG Supercharged V-8 

617 

575 

240,000 

Pagani Zonda 

Exotic 

3 

RWD 

7.3L V12 

603 

561 

N/A 

Porsche 91 1 Turbo 

Exotic 

3 

AWD 

Turbocharged 3.5L Flat 6 

480 

457 

75,000 

Porsche Carrera GT 

Exotic 

3 

RWD 

5.7LV10 

605 

437 

240,000 

Porsche GTS RS 

Exotic 

3 

RWD 

3.6L Flat 6 

415 

N/A 

N/A 

Chevrolet Camaro SS 

Muscle 

1 

RWD 

396 L35 VB 

325 

410 

30,000 

Chevrolet Chevelle SS 

Muscle 

1 

RWD 

454 LS6 VB 

450 

500 

N/A 

Chrysler® Hemi® 300C® SRT8 

Muscle 

1 

RWD 

B.ILHemi VB 

425 

420 

35,000 

Dodge Challenger 

Muscle 

2 

RWD 

440 VB 

385 

480 

75,000 

Dodge Charger R/T 

Muscle 

2 

RWD 

QHV 440 VB 

375 

480 

80,000 

Dodge Charger SRT8 

Muscle 

2 

RWD 

B.ILHemi VB 

425 

420 

70,000 

Ford Mustang GT 

Muscle 

2 

RWD 

4.6L 24V-V8 

300 

320 

50,000 

Plymouth® Road Runner 

Muscle 

2 

RWD 

440 VB 

385 

480 

N/A 

Pontiac CTO 

Muscle 

2 

RWD 

6.0L LS2 

400 

400 

N/A 

Vauxhall Monaro VXR 

Muscle 

2 

RWD 

5.7L LS1 VB 

382 

376 

45,000 

Chevrolet Camaro Concept 

Muscle 

3 

RWD 

Unknown 

Unknown 

Unknown 

N/A 

Chevrolet Corvette Z06 

Muscle 

3 

RWD 

7.0L LS7 VB 

505 

470 

175,000 

Dodge Challenger Concept 

Muscle 

3 

RWD 

Unknown 

Unknown 

Unknown 

140,000 

Dodge Viper SRT-10 

Muscle 

3 

RWD 

8.3L VI 0 

500 

525 

150,000 

Plymouth® Flemi Cuda 

Muscle 

3 

RWD 

426 Hemi VB 

425 

490 

130,000 

Shelby GT500 (1967) 

Muscle 

3 

RWD 

Carroll Shelby Performance 428 

355 

420 

120,000 

Shelby GT500 (2007) 

Muscle 

3 

RWD 

5.4L Supercharged VB 

475 

475 

N/A 

Lexus IS300 

Tuner 

1 

RWD 

3.0L Inline 6 

215 

218 

N/A 

Mazda MazdaspeedS 

Tuner 

1 

FWD 

Turbocharged 2.3L-inline 4 

263 

280 

30,000 

Mazda RX-8 

Tuner 

1 

RWD 

1 ,3L Renesis 13B Twin Rotor 

232 

139 

25,000 

Mitsubishi Eclipse 

Tuner 

1 

AWD 

2.0L Inline 4 

210 

214 

N/A 

Nissan 240sx 

Tuner 

1 

RWD 

2.4L Inline 4 

156 

160 

20,000 

Mazda RX-7 

Tuner 

2 

RWD 

1.3L R2 

255 

217 

65,000 

Mitsubishi Eclipse GT 

Tuner 

2 

FWD 

3.8L VB 

663 

260 

35,000 

Renault Clio V6 

Tuner 

2 

RWD 

3.0L 24V-V6 

251 

221 

50,000 

Toyota Corolla GTS 

Tuner 

2 

RWD 

1 ,6L Inline 4 Twin Cam 

138 

110 

N/A 

Toyota MRP 

Tuner 

2 

RWD 

Turbocharged 2.0L Inline 4 

200 

200 

N/A 

VW Golf R32 

Tuner 

2 

AWD 

3.2L VB 

250 

236 

40,000 

Infiniti G35 

Tuner 

3 

RWD 

3.5L VB 

280 

270 

70,000 

Mitsubishi Lancer EVOLUTION IX MR-Edition 

Tuner 

3 

AWD 

Turbocharged MIVEC 16v-inline 4 

286 

289 

110,000 

Nissan 350Z 

Tuner 

3 

RWD 

3.5L VB 

300 

260 

70,000 

Nissan Skyline GT-R R34 

Tuner 

3 

AWD 

Twin Turbo 2.6L Straight 6 

276 

216 

125,000 

Subaru Impreza WRX STi 

Tuner 

3 

AWD 

Turbocharged 2.5L Boxer 16v-Flat 4 

300 

300 

80,000 

Toyota Supra 

Tuner 

3 

RWD 

Turbocharged 3.0L 24v-inline 6 

320 

310 

90,000 





TnITrvieii] • flDDendices 


Cars bu Drivetrain 1 

Car Manufacturer/Model 

DrivGtrain 

Alfa Romeo Brera 

AWD 

Audi Le Mans quattro 

AWD 

Lamborghini Gallardo 

AWD 

Lamborghini Murcielago 

AWD 

Lamborghini Murcielago LP640 

AWD 

Mitsubishi Eclipse 

AWD 

Mitsubishi Lancer EVOLUTION IX MR-Edition 

AWD 

Nissan Skyline GT-R R34 

AWD 

Porsche 91 1 Turbo 

AWD 

Subaru Impreza WRX STi 

AWD 

VW Golf R32 

AWD 

Mazda Mazdaspeed3 

FWD 

Mitsubishi Eclipse GT 

FWD 

Aston Martin DB9 

RWD 

BMW M3 GTR 

RWD 

Chevrolet Camaro Concept 

RWD 

Chevrolet Camaro SS 

RWD 

Chevrolet Chevelle SS 

RWD 

Chevrolet Corvette Z06 

RWD 

Chrysler® Hemi® 300C® SRT8 

RWD 

Dodge Challenger 

RWD 

Dodge Challenger Concept 

RWD 

Dodge Charger R/T 

RWD 

Dodge Charger SRT8 

RWD 

Dodge Viper SRT-10 

RWD 

Ford GT 

RWD 

Ford Mustang GT 

RWD 

Infiniti G35 

RWD 

Jaguar XK 

RWD 

Koenigsegg CCX 

RWD 

Lexus IS300 

RWD 

Lotus Elise 

RWD 

Lotus Europa S 

RWD 

Mazda RX-7 

RWD 

Mazda RX-8 

RWD 

Mercedes-Benz CLK 500 

RWD 

Mercedes-Benz SL65 AMG 

RWD 

Mercedes-Benz SLR McLaren 

RWD 

Nissan 240sx 

RWD 

Nissan 350Z 

RWD 

Pagani Zonda F 

RWD 

Plymouth® Flemi Cuda 

RWD 

Plymouth® Road Runner 

RWD 

Pontiac CTO 

RWD 

Porsche Carrera GT 

RWD 

Porsche Cayman S 

RWD 

Porsche GTS RS 

RWD 

Renault Clio V6 

RWD 

Shelby GT500 (1967) 

RWD 

Shelby GT500 (2007] 

RWD 

Toyota Corolla GTS 

RWD 

Toyota MR2 

RWD 

Toyota Supra 

RWD 

Vauxhall Monaro VXR 

RWD 


Cars bu Horsq>ow6r 


Car Manufacturer/Model 

HP (BHP) 

Audi Le Mans quattro 

Unknown 

Chevrolet Camaro Concept 

Unknown 

Dodge Challenger Concept 

Unknown I 

Koenigsegg CCX 

806 

Mitsubishi Eclipse GT 

663 

Lamborghini Murcielago LP640 

640 

Mercedes-Benz SLR McLaren 

617 

Porsche Carrera GT 

605 

Mercedes-Benz SL65 AMG 

604 

Pagani Zonda 

603 

Lamborghini Murcielago 

572 

Ford GT 

550 

Lamborghini Gallardo 

520 

Chevrolet Corvette Z06 

505 

Dodge Viper SRT-10 

500 

Porsche 91 1 Turbo 

480 

Shelby GT500 (2007) 

475 

Aston Martin DB9 

450 

Chevrolet Chevelle SS 

450 

Chrysler® Flemi® 300C® SRT8 

425 

Dodge Charger SRT8 

425 

Plymouth® Flemi Cuda 

425 

Porsche GTS RS 

415 

Pontiac CTO 

400 

Dodge Challenger 

385 

Plymouth® Road Runner 

385 

Vauxhall Monaro VXR 

382 

Dodge Charger R/T 

375 

Mercedes-Benz CLK 500 

367 

Shelby GT500 (1967) 

355 

BMW M3 GTR 

350 

Chevrolet Camaro SS 

325 

Toyota Supra 

320 

Ford Mustang GT 

300 

Nissan 350Z 

300 

Subaru Impreza WRX STi 

300 

Jaguar XK 

294 

Mitsubishi Lancer EVOLUTION IX MR-Edition 

286 

Infiniti G35 

280 

Nissan Skyline GT-R R34 

276 

Mazda MazdaspeedS 

263 

Alfa Romeo Brera 

260 

Mazda RX-7 

255 

Renault Clio V6 

251 

VW Golf R32 

250 

Porsche Cayman S 

240 

Mazda RX-8 

232 

Lexus IS300 

215 

Mitsubishi Eclipse 

210 

Lotus Europa S 

200 

Toyota MR2 

200 

Lotus Elise 

189 

Nissan 240sx 

156 

Toyota Corolla GTS 

138 



Cars bu Price I 

Car Manufacturer/Modd 

Price (S) I 

Audi Le Mans quattro 

N/A 

BMW M3 GTR 

N/A 

Chevrolet Camaro Concept 

N/A 

Chevrolet Chevelle SS 

N/A 

Koenigsegg CCX 

N/A 

Lannborghini Murcielago LP640 

N/A 

Lexus IS300 

N/A 

Lotus Europa S 

N/A 

Mitsubishi Eclipse 

N/A 

Pagani Zonda 

N/A 

Plynnouth® Road Runner 

N/A 

Pontiac GTO 

N/A 

Porsche GTS RS 

N/A 

Shelby GT500 (2007] 

N/A 

Toyota Corolla GTS 

N/A 

Toyota MRP 

N/A 

Mercedes-Benz SLR McLaren 

240,000 

Porsche Carrera GT 

240,000 

Lannborghini Murcielago 

225,000 

Ford GT 

200,000 

Chevrolet Corvette Z06 

175,000 

Lamborghini Gallardo 

175,000 

Dodge Viper SRT-10 

150,000 

Dodge Challenger Concept 

140,000 

Plymouth® Hemi Cuda 

130,000 

Mercedes-Benz SL65 AMG 

125,000 

Nissan Skyline GT-R R34 

125,000 

Shelby GT500 (1967) 

120,000 

Mitsubishi Lancer EVOLUTION IX MR-Edition 

110,000 

Aston Martin DB9 

100,000 

Toyota Supra 

90,000 

Dodge Charger R/T 

80,000 

Jaguar XK 

80,000 

Subaru Impreza WRX STi 

80,000 

Dodge Challenger 

75,000 

Porsche 91 1 Turbo 

75,000 

Porsche Cayman S 

75,000 

Dodge Charger SRT8 

70,000 

Infiniti G35 

70,000 

Nissan 350Z 

70,000 

Mazda RX-7 

65,000 

Ford Mustang GT 

50,000 

Lotus Elise 

50,000 

Renault Clio V6 

50,000 

Mercedes-Benz CLK 500 

45,000 

Vauxhall Monaco VXR 

45,000 

Alfa Romeo Brera 

40,000 

VW Golf R32 

40,000 

Chrysler® Flemi® 300C® SRT8 

35,000 

Mitsubishi Eclipse GT 

35,000 

Chevrolet Camaro SS 

30,000 

Mazda MazdaspeedS 

30,000 

Mazda RX-8 

25,000 

Nissan 240sx 

20,000 


Cars by Torgus 

Car Manufacturer/Modd 

TorquG (Ib/ft) 

Audi Le Mans quattro 

Unknown 

Chevrolet Camaro Concept 

Unknown 

Dodge Challenger Concept 

Unknown 

Porsche GT3 RS 

Unknown 

Mercedes-Benz SL65 AMG 

738 

Koenigsegg CCX 

678 

Mercedes-Benz SLR McLaren 

575 

Pagani Zonda 

561 

Dodge Viper SRT-10 

525 

Chevrolet Chevelle SS 

500 

Ford GT 

500 

Plymouth® Flemi Cuda 

490 

Lamborghini Murcielago LP640 

487 

Dodge Challenger 

480 

Dodge Charger R/T 

480 

Plymouth® Road Runner 

480 

Lamborghini Murcielago 

479 

Shelby GT500 (2007) 

475 

Chevrolet Corvette Z06 

470 

Porsche 91 1 Turbo 

457 

Porsche Carrera GT 

437 

Aston Martin DB9 

420 

Chrysler® Flemi® 300C® SRT8 

420 

Dodge Charger SRT8 

420 

Shelby GT500 (1967) 

420 

Chevrolet Camaro SS 

410 

Pontiac GTO 

400 

Lamborghini Gallardo 

376 

Mercedes-Benz CLK 500 

376 

Vauxhall Monaco VXR 

376 

Ford Mustang GT 

320 

Toyota Supra 

310 

Jaguar XK 

303 

Subaru Impreza WRX STi 

300 

Mitsubishi Lancer EVOLUTION IX MR-Edition 

289 

Mazda MazdaspeedS 

280 

Infiniti G35 

270 

BMW M3 GTR 

269 

Mitsubishi Eclipse GT 

260 

Nissan 350Z 

260 

Alfa Romeo Brera 

237 

VW Golf R32 

236 

Renault Clio V6 

221 

Lexus IS300 

218 

Mazda RX-7 

217 

Nissan Skyline GT-R R34 

216 

Mitsubishi Eclipse 

214 

Porsche Cayman S 

201 

Toyota MR2 

200 

Lotus Europa S 

194 

Nissan 240sx 

160 

Mazda RX-8 

139 

Lotus Elise 

133 

Toyota Corolla GTS 

110 
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